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ORE ADVERSARIES, 
THE ISLAND OF KESMA 











Finally, a role-playing game big enough for your imagination. The Island of Kesmai™ Up to 100 people сап 
play at once, battling their way through 62,000 hexes of scalding deserts, towering cliff-top cities, clammy 
underground catacombs, and 3,250 truly disgusting computer-generated creatures. 

No matter how many friends you make, or how many villains you dispatch, you'll never, ever get enough. 


And The Island of Kesmai is only one of the exciting multi-player games you can play on CompuServe. We 
also offer the treacherous British Legends; as well as many others. All you need to play is a personal computer, 
а modem, and a CompuServe membership. To join, or for more information, call 800 848-8199. 


And take a trip to the Islands that's anything but relaxing. | 
CompuServe" 
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If you think things аге 
tough now, wait till you 
ш get nit upside the head 
| by Ultra’s Kings of the 
Beach Professional Beach 
| Volleyball" for Nintendo 
y Up to 4 players can 
compete in this slam-fest, 
complete with spikes, digs, jump 
serves and a mighty Kong Block 
that ll bury you in the sal d 

But that's just tne naif of it! 

Because Ultra is also shippit g 
you off to the South Pacific for — 
some brutal combat in Silent 
Service, the super-realistic 
World War Il submarine 
simulation loaded with 
torpedoes and depth 
charges. 

Either way, Ultra will 
have you aede e air, 
ERE ТОГ 
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VGACE'S BEST GAMES OF 1989 


by the Editors of VG&CE 


We banged our heads together for a while, 
then decided on the best games of the past 


year. See if our picks match yours. 





58 


BLAZING LAZERS STRATEGY 
GUIDE 
by Lee H. Pappas 
Take a look as we rip apart one of the 


finest games to come out for the 
TurboGrafx-16. 










GOING FOR THE DRAGONS: 
WONDER BOY ПІ STRATEGY 
GUIDE, PART 1l 


by Clayton Walnum 


Follow the maps that will guide you 
through the last sections of this colorful 
adventure for the Sega Master System. 





HERE COME THE BATTLE- 
TANKS: A GUIDE TO 
COMPUTER TANK GAMES 


by Bill Kunkel and Arnie Katz 


If your ideal game session involves 
climbing into an armored vehicle with 
monster treads, you'd better read this. 
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COMPUTER-GAME STRATEGIES 
by Frank Tetro Jr. 


Our disk jockey paves an 
easy road for you in 
Operation Wolf and Vette!, so 
be on your way. 
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he editorial 

in the Octo- 

ber vG&ce discussed Northern 
California's Silicon Valley. Sadly, оп 
October 17th at 5:04 p.m., the nor- 
mally tranquil area was rocked by a 
massive earthquake. The 7.1 tem- 
blor—the second-most powerful 
quake in history—shook up the resi- 
dents, sending things flying around 
homes and businesses. 

Sitting here in the Earthquake Row 
called Southern California is unset- 
tling, especially when sci- 
entists rattle on about how 
our area is due for an 8.0- | 
or-over quake. Seeing the 
devastation up north, par- 
ticularly the collapse of the 
880 freeway, isn't too 
encouraging when you 
consider an 8.0 quake is 70 times 
more powerful than a 7.0. 

When | moved from Connecticut 
to take this job over a year ago, | 
was only looking at the positive 
side—but after having been here for 
a while, | see much more of the neg- 
ative potential. Still, the pluses out- 
weigh the minuses, and having the 


position of running vG&ce is for the 


most part a lot of fun. 

I'm lucky to have been a member 
of the computer-journalism sodality 
for about six years, starting with 
writing for ANALOG COMPUTING, а mag- 
azine that focused on Atari comput- 


ers. At that time, one of the most : 


respected writers in the Atari 
domain was John Anderson. John's 
work appeared in Creative Comput- 


ing, a widely read source of general : 


computer info, and his chatty yet : 
informative style was free of the : 
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( ! stiff, technical 


scribings that 
other compu-journalists were 
known for. John's articles were а 
substantial influence on many bud- 
ding writers. Though | never met 
him in person, | had the pleasure of 
sharing views with him a couple of 
times over online services. 
John's career took him to many 
publications over the years; most 
recently to MacUser as senior editor 


of electronic publishing. Just a few 





days before writing this 
editorial, | picked up the 
most recent issue of 
MacUser and read John's 
analysis of the Macintosh 
Portable, which shows his 
reliability in documenting 
new developments in 
technology. 

The sad part of this story is that 
John and a co-worker were killed in 
the collapse of а building during the 
Northern California quake (see 
News Bits, page 14, for the com- 
plete story). The impact of disasters 
like this don't hit home until some- 
one we know is involved. Our sin- 
cere condolences go to John's fami- 
ly, as well as the families of all the 
quake victims. 

| realize this editorial has little to 
do with video games, but | wanted to 
take this opportunity to comment. 
I'm asking for those reading this to 
lend a helping hand, and the best 
way to do so is to contribute to your 
local Red Cross. | don't want to 


. sound like Mr. Doom and Gloom, but 
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you may need their help опе day. 


—Andy Eddy, Executive Editor 
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CHAMPIONS оғ KRYNY improves on 
the award-winning дате system 
used in SSI's mega-hits Poo. оғ 
E. RADIANCE and CURSE OF THE AZURE 
€, Bonns. For the first time ever on 
b. your computer, you'll enjoy 
| fantasy role-playing adventure 
in the legendary AD&D^ game 
yı world of Krynn! Your quest: 
Defeat a vile plot 
by the forces of 
| evil to establish the 
г Dark Queen, Takhisis, as 
} undisputed ruler of Krynn! 


X! IBM-& C-64/128. 
; С ч Il & AMIGA. 


gg order: sev your retailer 
or call: 1-800-245-4525 lo 
charge on VISA or MasterCard. 
To receive 5SI's complete 
product catalog, send $1.00 
Lo: SSL 675 Almanor Avenue, 
Sunnyvale, CA 94086. 


ADVANCED DUNGEONS & DRAGONS 
ADAD. DRAGONLANCE. and the TSR 
baga аге trademarks ganed by and 
wed шады license iran TSA. ік 
2L TSA. ік 271090 Strategic 
Simelalioms inc All rights reserved 


STRATEGIC SIMULATIONS, INC. 





Enjoy 
Hudson 
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ANGEL 
FOH PLAY ON THE 


BE THERE! Feel like part of the action with 
Hudsons New Personal Stereo Controller 


and the magic of sound effects. ENTERTAINMENT 
SYSTEM’ 


Just put on the stereo earphones. And get 
ready. Sound shifts rapidly from ear to ear, while 
video images race across the screen. It's fun 
and intense — almost real - as the excitement 
swirls around you. 





The joycard also comes equipped with 
volume control. Plus, a rapid-fire setting of up 
to 15 shots per second - for when you need 
maximum power. 


NO MORE TV NOISE. 


HUDSON бат, ——— 
E A FI | | & 
So look for Hudson's new controller wher- | Q^ HUDSON SOFT 
ever you buy video game equipment. The magic 4 | | 
of sound will make you feel like it's more Hudson Soft USA, Inc., 400 Oyster Point Blvd., S-515 
than just а game. south San Francisco, CA 94080 TEL: 415-495-HINT 


Hudson Saft is a trademark of Hudson Soft Co., Ltd. JOYCARD SANSUI 555 is a trademark of Hudson бой USA, Inc. SANSUI is a trademark of 


SANSUI ELECTRIC CO., LTD. Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo 


Hudson 
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of Nintendo of Armenca Inc 


й Taman of Hudson 





The adventures of Dino-Riki began in pre-historic times when ancient 
dinosaurs ruled the earth. Dino-Riki is determined to establish mankind's 
future in this violent age by exploring and fighting his way through deserts 
filled with quicksand, sinking lotus swamps, dark caverns and deep 
canyons. In his quest, Dino-Riki is armed with a shooting weapon that will 
change and progress from rocks to axes, to boomerangs and to fiery 
torches. There are many hidden items that will help Dino-Riki to increase 
his strength, extend his life, fly like an eagle and one that will change Dino- 
Riki to "Macho-Riki", the ancient warrior, etc... Dino-Riki will need all the 
ancient knowledge and items he can find before facing the dinosaur 
bosses: Tyrannosaurus, Pteranodon, Monster Fly and Giant Cobra. 

Play with Joycard Sansui 5557“ for maximum sound effects. 





HUDSON GROUP n _ 





E ciis ^A | 
FOR PLAY ON THE | M 4 
601 California Street. Suite 2004 
San Francisco, CA 94108 
For questions, call (415)495-HINT 
CIRCLE #104 ON READER SERVICE CARD 
com Co. Lid. Adventures of Dina-Pliki"* ага registered trademarks of Hudson Sof USA. inc Mscengdo* and Mintendo Entenainment Sieber! ага 


NO FAVORITES 

Dear vG&CE: 

| recently purchased your October 
issue, and | want to know why you 
favor the Lynx system over the 
Nintendo Game Boy? When | read the 
Game Boy feature (VIDEOGAMES & 
COMPUTER ENTERTAINMENT, August 1989), 
most of it was negative. | think the 
only good thing you had to say about 
it was that it cost less than the Lynx! 

Also, you devoted four pages to the 
Lynx and even included some screen 





shots of the games. І believe that а 
gaming magazine such as yours 
shouldn't take sides. 
—Adam Thornburg 
Columbia, Tennessee 


Sorry that you feel that way, Adam. 
Our coverage of both machines 
touched on their respective features 
and different "personalities," and were 
structured to be as unbiased and 
purely factual as possible. 

The Lynx has such advantages as а 
full-color display, independent 
backlighting, a networking capability 
for multiplayer competition and the 
option to be played more comfortably 
by a left-handed gamer. The Game Boy 
is smaller and has stereo sound and 
the option to let you go head-to-head 
with another player via an interactive 
play cable. We try to be fair and 
objective in all reporting that we do, 
and objectivity goes out the window 
when you pick a side. As for which is 
better— we leave that for you decide. 
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IT'S ALL 
IN THE WRIST 
Dear vG&CE: 
| have a of question for you. How 
do gamers figure out secret power 
ups, continues, extra lives and so 
forth? Are these features built into the 
game software intentionally in all 
cases or might they be the result of 
glitches in the circuitry or 
programming? 
| think that your magazine is the 
best on the market covering the video- 
game scene. (What you need to offer 
is multiyear subscriptions!) 
--Місһаві Sweda 
Tucson, Arizona 


Dear VG&CE: 

І would like to congratulate you on 
the great magazine that you are 
publishing. 

How do you find and 
figure out these great and 
complicated tricks for 
obtaining free lives and 
continues? For example, 
in the September issue 

you announced how to find 
endless lives in Sega's Black Belt. 

Do you just mess around until you 
find these tips or is there a secret we 
readers don't know about? Please 
answer this question for a true game 
maniac! 

—Peter Mei 
New York, New York 


Thanks for writing in, guys. 

First off, all of the features you 
mentioned (lives, any continue 
features, etc.) are programmed 
directly into the game by the creators 
and design teams that produce the 


cartridges. These are the results of 
many hours of programming, not 
random glitches. The only thing a 
short circuit would produce is static, a 
blown game machine or something 
similar. 

Secondly, our tips come to us from 
a variety of sources. If you've studied 
our monthly Easter Egg Hunt column, 
you'll see that a number of tips come 
from die-hard gamers who write in. 
There's no substitute for rolling up 
those sleeves and taking on your 
favorite video game. 

Other tips are furnished by the 
game manufacturers who are kind 
enough to pass on some helpful hints 
and by your hard-working editors at 
VG&CE. After all, we do get to play 
games sometimes, you know. 


STRATEGY FAN 
Dear vG&CE: 

I'm writing this to acknowledge а 
fine job on "Strategy Guide Part Il" for 
Hudson's Adventure Island in the 
October VG&ce. 

The level of detail found in this 
guide was amazing and far surpassed 
that of other magazines that l've read. 

| was stuck in Area 7 of the game 
until reading your tips concerning a 
similar section in Area 8 (i.e., 4th pair of 
vertically moving Zigmos). That 
particular tip, plus those for the higher 
levels, allowed me to complete the 
game and save "Old-what's-her-name. " 

Thanks again, and enclosed is a 
request for a subscription to your 
excellent magazine! 

—Curtis Hill 
Monaca, Pennsylvania 


No problem, Curtis. We're always 
glad to be of some help against those 
annoying Zigmos. Looking back, we'd 
have to say that that section was the 
biggest hurdle to finishing the game. 
continued on page 115 
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Simultaneous two-player game 
+ Arcade Megahit’ 


ACTION 


Featuring 2 Player Interactive Motorcycle 
Battle. 

6 Powerful Sidecars Weapons. 

5 Treacherous Zones of Military Action. 
Bonus Stages with Extra Items and 
Power-Ups. 

Hit / Miss Ratio Screen Displayed after 
each Stage. 
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* Challenging Island Adventure with 12 
Zones. 

e Megakey Changes Amagon into The 
Powerful Megagon. 

* Featuring an Army of Enemies, Including 
6 Large, Deadly Bosses. 

* Brilliant Mega Chip Driven Color, 
Graphics, and Sound. 


20 American Sammy Corporation 
= 2421 205th Street, Suite D-104, Torrance, California 90501 


Phone: (213) 320-7167 
CIRCLE #105 ON READER SERVICE CARD. 
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* TOTAL BALL CONTROL, WITH SPINS 
AND THE “MIRACLE SHOT" 
© GET ADVICE FROM LENDL AND EVERT 
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Тор Coin-Ops of 
September 1989 
Figures courtesy of 
Replay magazine, based on 
an earnings-opinion poll of 
operators. 


Best Upright Videos 

. Hard Drivin' by Atari 

2. Off Road by Leland 

3. Crime Fighters by 

Konami 

4. Operation 

Thunderbolt by Taito 

Super Monaco GP by 

Sega 

. Chase Н.О. by Taito 

: Turbo Outrun by Sega 

. Nare by Williams 

. Mechanized Attack by 
SNK 

10. Outrun by Sega 


Best Coin-Op Software 
1. WWF Superstars by 
American Technos 
2. Golden Axe by Sega 
3. Arch Rivals by Bally 
Midway 

4. Splatterhouse by 
Sharp 

5. Ninja Gaiden by 
Tecmo 

6. Dynamite Duke by 
Fabtek 

7. Strider by Capcom 

8. Gang Wars by SNK 

9. Cabal by Fabtek 

10. Bottom of the Ninth 
by Konami 


— 


л 
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Best New Uprights 
1. Willow by Capcom 


2. Tournament Cyberball | 


2072 by Atari 
3. Crackdown by Sega 
4. Crime City by Taito 
5. Final Blow by Romstar 


беда Gives Cash 
to PAL 


Sega of America 
sponsored a fund-raising 


14 


| Maphattan for. 


Же New York Police/Athletic .7- 











video-game eve 


eague (PAL). The video- 
game challenge featured 
the new Genesis 16-bit 





| game system and pitted 
| PAL policemen against PAL 


kids in a high-tech baseball 


| game. Competitors stepped 
| up to the plate in the 


Genesis game Tommy 
Lasorda Baseball, but there 
were no real losers in this 
contest. Sega donated $50 


| to PAL for every run scored. 


In a presentation ceremony, 
David Rosen, chairman of 


| Sega of America, presented 


Donald Trump a check for 
$15,000 to benefit PAL. 
Among the top talent 


| present was Mets infielder 


Dave Magadan. The three- 
day video-game event was 


| held at several outdoor 
| locations throughout 


Manhattan. 


Accolade Sponsors 
Sweepstakes 
Accolade, with four 
racing games, is supporting 
its line of high speed 


| thrillers with a "Life in the 


Fast Lane" Sweepstakes. 
Winners will receive fantasy 
weekends to witness racing 


| events. 


Each winner will receive 
any one of the following 





e benefit of 


| fantas 


weekends for two: a 
иф to see offshore boat 

faces, a trip to the U.S. 

Grand Prix Motorcycle 


| Championship at Laguna 


Seca Raceway in California 
or a trip to one of the 


| Formula One or Indy Car 
| Grand Prix races held 


during 1990. 
The sweepstakes runs 
until March 15. Entry forms 


| will be found in computer- 


magazine advertisements 
and at retail outlets. Three 


| winners will be selected in a 
| random drawing on March 


16 and announced on 
March 23. 


New Versions of Flight 
Simulators 


Velocity Development 


| Corp. announced а new 


version (v1.5) of their IBM- 
PC simulator JetFighter: 
The Adventure. According 


| to Velocity spokesman 


Moses Ma, the new disk 
features several innovations 


| that make the simulator 


| easier to use. JetFighter 


now supports CGA, EGA 
and VGA graphics, and it 


| has a new system of 


| generating external views to 


make fliers feel like they are 
really in the air. Pop-up 


| menus can be used to reset 
` Sky color, plane model and 


other factors, even while in 


flight. A built-in help 
function and better 
documentation, coupled 
with a new joystick interface 
make the plane easier to 
handle. Even landings on 
carriers are easier due to a 
special practice-landing 
system to train pilots. If all 
else fails, Undo Crash gives 
gamers a second chance. In 
addition, there's a built-in 


antivirus capability that 


enables the program to 
resist viral infection and a 
remote repair faculty is 
available. If the program 
disk fails, Velocity's support 
team can usually fix it over 


the phone. 


Velocity is offering 
upgrades to owners of 
previous versions. For 
information, call customer 
support at (312) 397-6176. 

For the past year 


| Bullseye Software has been 


working on their Fokker 
Triplane to make it fully 
compatible with Apple 
hardware invented since the 
program was introduced in 
1985. Version 2.0 (for the 
Macintosh) has a bevy of 
new features, including 
digitized sound, improved 
flight characteristics, more 
realistic aircraft and control 
of enemy aircraft for 
dogfight training and 
bombing. Donald A. Hill, Jr., 


| author and company 


spokesman, explained that 
Fokker Triplane is simpler 
and less complicated than 
P51 Mustang, Bullseye's 


| other flight simulator, 


featuring "seat of the 
pants" flying. The speed 
range is slower, and this 
makes Fokker Triplane 


, easier for the user to 


control. Even novice 
compu-pilots can take off 
Continued on page ІМ 
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«We pay the мома prices for your used 
video game cartridges: Nintendo, Sega, 
Genisis, Turbo Grafx-16 and Game 
Boy. 

«We sell used video game cartridges. 
We also sell the hottest new video 
game cartridges. 

«Largest used video game dealer in the 
world. 

e Join our game club! 

e Send self addressed stamped envelope 
for current titles and prices. 











Place your 

Holiday order early! - 
SEGA is a registered trademark of Sega 
Enterprises, Inc. 


NINTENDO is a registered trademark of 
Nintendo of America, Inc. 


GENISIS is a registered trademark of Sega. INC. 
асте GRAFX is a registered trademark ої 97 Sherwood Ave., Dept. CE2 
Farmingdale, NY 11735 


GAME BOY is a registered trademark of Nintendo. 
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STRAP IN 


FOR FULL THROTTLE 


ACTION. 


SKY SHARK* FOR YOUR NINTENDO ENTERTAINMENT SYSTEM? 


NOBODY EVER SAID IT WOULD BE EASY... 

Deep in enemy territory, you've got to fly your P-40 on a dangerous top secret mission. 
lhe skies are thick with a deadly rain of armor-piercing fire They chose you for 
one reason. You're the ys there is. You know the score, so aim right and fly tight. The 

skies аге «© yv 


| but fnendly tonight. 
ші g 


The Original Arcade Hit Is 
Here Now! 

Get ready for the flight of 
your life with the awesome 
WW II air battle Sky Shark? 
Pilot your P-40 fighter plane 


| over a scrolling landscape of 
| dangerous enemy territory. 


Use your machine guns, 
bombs and pilot skills to 
knock out attacking tanks, 
anti-aircraft guns and an 
armada of deadly battleships 
and aircraft carriers. The final 
fight brings you face to face 
with a massive flying fortress. 

Now this white knuckle 


| arcade thriller from Тайо” is 


ready to fly on your Nintendo 
Entertainment System? You 
won't believe the five incred- 
ible levels of action. 

We bring even more arcade 
excitement into your home 
with other action packed 
hits like Bubble Bobbie™ the 
addictive dinosaur romp, 
Operation Wolf® the awe- 
some prisoner rescue mission, 
and Renegade,” the knock- 
out street-style karate brawl. 

Take off for the guts and 
glory of taming the skies 
with the high flying action 
of Sky Shark. Don't be left 
on the ground. 


т 


THE ONLY GAME IN TOWN." 
Å 








has evaluated the quality of these products. Licensed by Nintendo” for play on the Nintendo Entertainment System” Nintendo” and Nintendo Entertain- 
ment System” are trademarks of Nintendo of America Inc. Taito* Sky Shark" Renegade?" Bubble Bobble™ and Operation Wolf* are trademarks of 


Taito America Corporation. Copyright © 1989. All rights reserved. Advertisement by: Qually & Company, inc. (Chicagol. 
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ТАКЕ МО 
PRISONERS. 


OPERATION WOLF* FOR YOUR NINTENDO ENTERTAINMENT SYSTEM? 


Now you can thrill to the 









world’s best arcade game 
right on your Nintendo Enter- 
| tainment System? Operation 

| Wolf* takes you on a prisoner 
1 rescue mission you'll never 
forget. Mind-blowing arcade 
quality graphics put you 
4 behind enemy lines where 
you must destroy the terror- 
ists and save helpless prison- 
LA کار‎ m ers. One play and you'll know 
why it's the world's number 1 
arcade game. Operation Wolf® 
uses Nintendo Zapper® or 
standard controller. 

For more arcade quality fun 
at home, grab Taito's other 
action packed hits for the 
Nintendo Entertainment Sys- 
tem® Renegade,” the fast 
paced street-style Karate 
brawl. Bubble Bobble," the 
totally addictive dinosaur 
delight. And coming soon, Sky 
Shark? the arcade's meanest, 
B most explosive high-flying 
World War Il air battle. 





THE ONLY GAME IN TOWN." 
A 
е has evaluated the quality of these products. Licensed by Nintendo* for play on the Nintendo Entertainment System? Nintendo? Nintendo Zapper* 


and Nintendo Entertainment System” are trademarks of Nintendo of America Inc. Taito" Operation Wolf* Renegade!" Sky Shark? Bubble 
Bobble™ are trademarks of Taito America Corporation. Copyright © 1989 Taito America Corporation. All rights reserved. Ad by: Qually & Company, Inc. (Chicago). 
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and land, practice blasting 
an enemy and experiment 
with three kinds of bombing 
techniques. 

Owners of Fokker 
Triplane can update their 
disks for $15 with return of 
the program, which 
includes the newly updated 
and reprinted manual. 


Accolade Tries RPG for 
Spy Lovers 

Accolade, best known for 
its string of action arcade 
entertainments, introduced 
its first role-playing game, 
but with a theme that's far 
removed from the normal 
dungeon crawl. The 
company that made its 
reputation primarily with 
hard-hitting sports, 
sophisticated racing 
simulations and fast-paced 
joystick workouts, turned to 
the modern world of 
international espionage for 
its first venture into the RPG 
field. 

Designed by Carol and 
Ivan Manley, who say they 
were inspired by Sidney 
"Ace of Spies" Reilly, The 
Third Courier casts the 
player as Moondancer, a 





secret agent working for the 


free world. In Berlin, the 
good-guy spy must try to 
recover nuclear defense 
plans stolen from NATO. 
Needless to say, the fate of 


the world rests in his hands. 


The heroic spy has a lot 
of resources. А link to CIA 
headquarters puts 
information online, and 
electronic aids such as a 
photo-fax machine and 
various data displays 
provide the player with the 
the facts he needs to solve 
the puzzle of the missing 
plans. According to 
Accolade's spokesman, 
Ralph Giuffre, the object is 
to do everything possible to 
obtain information, 
"Whether it be by 
threatening a suspect with 
one of the graphically 
detailed weapons in your 
arsenal or bribing 
someone." 
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Gamers 
custom-tailor 


| Moondancer by 


choosing his 
occupation, 
background, 
lifestyle and 
education 
level—factors 
that influence 


his spying 


abilities. On- 
screen aids 
include menus, 


| icons, compass 


buttons, 
descend and 
ascend arrows 
and a character 
information 
display. 
Initially 
available for 







Rumors have hit vG&ce that 
NEC is creating a portable version 
of the TurboGrafx-16 game 
system, similar to the Atari Lynx 
developed by Epyx. By the time 
you read this, NEC will have 
already introduced the 
revolutionary product at the 
Winter Consumer Electronics 
Show in Las Vegas. 

There are very few details that 
have been gathered about the 
secret project, but NEC does have 
the technological resources—in 
chip manufacturing and high-tech 
displays particularly—to do the 
job well, which should further 
shake up the video-game 


NEWS FLASH!! 
NEC Plans Blockbuster TG-16 Portable 





















standing with their Game Boy. 

VG&CE has managed to find out 
the following tidbits: 

e The as-yet-unnamed and 
unpriced modular system will 
accept standard TurboGrafx-16 
cartridges. 

e in addition to its built-in 
screen, an adapter will allow the 
unit to output to а standard 
television, much the same as a 
stand-alone game console. 

e Another optional device will 
add the capability of converting 
the system into a portable TV 
receiver. 

When more details become 
available, the whole story will 
appear in a future issue of vG&ct. 





| the Apple IIGS, 





IBM PC and IBM PC 
compatibles, the graphics 
support EGA, CGA, MCGA 


| and VGA, plus 16-color 
| Tandy. Copy protection is 


off-disk, and a clue book of 
maps, hints, tips and 
answers is also available 
from Accolade for spies 
who need a little help. 


| Superman Flies to U.S. 


Intracorp has brought 
Superman: The Man of 


Stee/ back to America under 


their Capstone label so 
gamers can join his battle 
for truth, justice and the 





American way. Designed by 
Subway Software and 

programmed in England by 
Tynesoft, it lets gamers take 


| on the role of the man of 


steel, as he battles Darkseid 


| industry, especially Nintendo's 





and Lex Luthor. Terrorist 
minions of the deadly duo 
have hijacked a yacht with 
Lois Lane and the Governor 


оп board. The dastardly 


deed can only be stopped 
by Superman. 

Gamers have an arsenal 
of super powers available 
for the fight, including 
telescopic and heat vision, 


super strength and super 
| breath. Superman is 


available for the IBM PC, 


| Amiga and Atari ST for 


$39.95 and for the 
Commodore 64 for $29.95. 


Use Friendly System 


Dynamix' title, David 





| Wolf: Secret Agent, 


introduces two new 
systems of play controls 
that, according to company 


| spokesmen, greatly simplify 


the action, increase 
interactivity and make the 
game more accessible to 
the mass market. 

The VCR Interface is a 
pop-up menu that gives the 


| player more joystick control. 
| Among its other features, a 


scene skip lets players skip 
to different parts of the 
story and the player may 
also fast forward or change 
difficulty levels at any time. 
Smart Start is described 


ending. 





وو — — — 


as a “hardware intelligent” 
system. It detects what 


| hardware is present when 
the game starts, then 


automatically selects the 
proper graphics and sound 
modes for that equipment. 
Jeff Tunnell, president of 
Dynamix, explained what 


| it's all about. "These 


systems provide the player 
with an amazing array of 
game play controls and 
automate the process of 


software installation. People 


won't have to struggle with 
hardware to get our 


| products to run, and they 


won't have to wade through 
50 hours of linear game 
play to see a story's 

" He went on to 
discuss the VCR Interface: 
"It actually lets the player 
determine the story that 
they experience by giving 
them control over when 
they enter into the story and 
how difficult the interaction 


| will be." 


David Wolf: Secret Agent 
casts the player as an 


| American spy. Described as 


an interactive movie for IBM 
PC systems, it uses live 


actors, sets and costumes to 


create an adventure told 
through interactive 
storytelling and arcade 
simulations that feature 
hang gliding, auto chases, 
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“YOU STAND AT THE EDGE OF A DEEP 
CHASM. FROM THE DARKNESS BELOW 
RISE THE SCREAMS OF THE UNDEAD.’ 


Slav a dragon, cross a river of fire. 









Can vou outwit and overcome the 


thorough iv-evil Warlock Lord? His But be careful. A wrong move could 
mysterious spell holds Castle Shadowgate bring vour quest to an untimely end. 
iptive. Dozens ot hidden pitfalls and A whole world of options are at 
П nast entities lurk in everv corner. your command ! with 
Probe along menacing stone dynamic graphics to bring 
corridors looking for hidden the dark mysteries о! the 
passageways. Discover | Middle Ages to life. 
mysterious artifacts in dark ч [he question is...are 
chambers. Clues are there Fe you up to the challenge 
for those bold enough, | 4 3 of Castle Shadow gate? 
and wise enougn. Р d 






Torches. Keys. + P eta KEMCO4SEIKA 
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SHADOWGATE" is a trademark of ICOM Simulations. Inc. and is | | This official - bet ur assurance 0 thal به‎ niendo has appro 
used with permission. Licensed in conjunction with JPI. 21987 of ti ыл m 
1989 ICOM Simulations, Inc. NINTENDO” and NINTENDO E ^im | and accessories to ensure complete cor npatiblity wit 
TAINMENT SYSTEM" are trademarks of Nintendo of Amer Nintendo Entertainment system” 
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skydiving and aerial 
combat. 


Two Compu-Journalists 
Perish іп бап Francisco 
Quake 

The October 17 Bay Area 
earthquake caused the 
deaths of two employees of 
MacUser magazine. John J. 
Anderson and Derek Van 
Alstyne had just left the 
offices of a San Francisco 
software publisher and 
returned to their car. The 
quake occurred at 5:04 p.m., 
causing the wall of a 
building to collapse on their 
vehicle, killing the two men 
instantly in a tragedy that 
also claimed three other 
lives. 

John J. Anderson, 33, 
was well-known in 
computer circles and seen 
at many trade shows. His 
byline was among the most 
famous of working 
computer journalists. 
Anderson was the director 
of MacUser's media labs, 
John had held editorial 
positions at MacUser, 
Creative Computing, 
Computer Shopper, 
MacWEEK, PC Magazine 
and other publications. 
Author of over 100 articles, 
John was also known as ап 
innovator in online 
database and CD-ROM 
projects. John is survived 
by his wife, Lauren, and two 
children, Peter and 
Katherine. 

Derek Van Alstyne, 22, 
had joined the staff of 
MacUser only a month 
before the tragedy. He had 
previously worked for 
MacGuide in Denver, 
Colorado, doing software 
and database development 
for that magazine and had 
moved to the Bay Area just 
weeks before. Van Alstyne 
was involved in the 
development of MacGuide 
USA, a Macintosh 
computer-product database 
and one of the first 
commercial CD-ROM titles. 
He is survived by his 
mother, Jeanne LeFever, 





| and his grandmother, Clara 


Taskett. 

A trust fund has been 
established for the 
Anderson children. 
Donations should go to The 


| Anderson Trust Fund, c/o 


Nancy Woods, Human 
Resource Dept., One Park 
Ave., New York, NY 10016. 
A memorial Triathlon Fund 
has been established in Van 
Alstyne's name by his high 
school; send contributions 
to Ms. Jeannette Marchant, 
Webster High School, 800 
Five Mile Line Rd., Webster, 
МҮ 14580. 


Poker Software for 
Vegas Johnny 
Top Score Software of 
Townsend, Massachusetts, 


| has a line of poker software 
for IBM PC and compatibles: 


Vegas Johnny's Dealer's 
Choice, Vegas Johnny's 
Hold ‘em Poker and Vegas 
Johnny's Draw Poker. All 
three programs feature 








online betting advice, odds 
and statistical summaries 

and rules to be selected by 
the user, including number 
of opponents, level, betting 
limits and play speed. They 





can be played with 
keyboard or mouse. 

"These programs [are] 
ideal for beginning or 
casual poker players who 
want to learn how to play 
better and have fun doing 
it," explained John Comeau 
of Top Score. 

V.J.'s Dealer's Choice has 
four variations of seven 
different games, including 
draw, hold'em, five-, six- or 
seven-card stud, high-low, 


| high-only and low-only. It 


retails for $44.95. 

V.J.'s Hold ‘em Poker is 
the game used in Las Vegas 
each year for the World 
Championship tournament. 


| It sells for $17.95. 


V.J.'s Draw Poker is a 
full-featured game 
described as perfect for the 
more casual player. It's 
available for $9.95 direct 
from Top Score Software at 
(508) 597-8020. 


Nintendo Reveals 
Stats to SPA 

Nintendo's spokesman, 
Howard Lincoln, unveiled 
an interesting set of facts 
and figures to the Software 
Publishers Association 
members at a recent 
meeting held in Montreal, 
Canada. The market 
information answered many 
questions and reveals 
changing trends in NES 
players. 

According to the figures 
provided by Mr. Lincoln, 
Super Mario Bros. and 
Legend of Zelda have 
accounted for $260 million 
in sales. The statistics also 
reveal that in the United 
States the average NES 
owner has five games, in 
contrast to Japan, where 
the average Famicom 
owner has ten carts. 

The age breakdown of 
Nintendo owners indicates 
that NESers are primarily a 


| young group, but older folks 


are getting into the fun also. 
Seventy percent of all 
Nintendo Entertainment 


| Systems are owned by 


persons under 18 years of 





age. Sixty percent are in the 
6-14 range. The remaining 


. 30 percent are owned by 


players over age 18. 

The most significant 
statistic was a contrast 
between 1985, when 91 
percent of all NESers were 
male and only 9 percent 
female, and 1989, when 
males accounted for only 67 
percent and female players 
increased to 33 percent of 
all owners. 


First Vette! 
Sweepstakes Winner 
Chosen 

Spectrum HoloByte chose 
the first winner in their 
"Drive a Vette Through the 
Streets of San Francisco" 
Sweepstakes (a random 
drawing). Jeff Venegas, of 
San Diego, California, and 
his wife were treated to 
three nights in San 
Francisco, in a prize package 


| valued at $2000. Among the 


treats enjoyed by the 
Venegases was a chance to 
drive a red Corvette on their 
tour of the city. 

Spectrum HoloByte's 


| Vette! sweepstakes selected 
` five winners, at the rate of 


one per month, from 
product registration cards 
returned by purchasers of 
the game. Each winner was 
gifted with a three-night 
stay at the Holiday Inn on 
Fisherman's Wharf, plus the 
use of the car that inspired 
the street-racing simulation. 


Nass * Sey гео. 


Survey 
Ina poll of players 


| conducted recently by 


Konami, kids reported that 
their parents were playing 
video games more than ever 
before. In fact, some gamers 


| report that Mom and Dad 


are so fond of video gaming 
that they forget to take turns 
with the kids! 

The young NESers 
questioned by Konami 
report that their parents 
favorite play hours are after 
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DO NOT ATTEMPT YOUR MISSION UNTIL THE 
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN 
POSITION, AND YOUR HOMEWORK’S DONE. 


Not doing your homework could be a mistake. 
Every move you make could jeopardize your 
fellow rescuers, and those held captive. 

RESCUE: The Embassy Mission. (he 
action comes fast and furious. Itchy- 
fingered enemy gunmen. A perilous rappel 
down the sheer face of the Embassy. If vou 
survive that, don't get cocky. You've still got to out- 
maneuver and out-think vour opponents inside and 
mastermind the escape. 

Гпеге are 15 levels of difficulty, from “Training 
Mission" to wickedly-fast "Jupiter Mission? Thrills are 
delivered in bold strokes, with super high quality ^ 
graphics and animation. 

With RESCUE: The Embassy Mission, bfainpower 
is as Important as firepower. 


КЕМСОа SEIKA 






















es TE 
Exclusively distributed by SEIKA CORPORATION, USA. NINTENDO” and 
NINTENDO ENTERTAINMENT 5ҮЗТЕМ" are trademarks of Nintendo of 
America. Game-Pak (NES- 
lnfogrames, ©1481 
with permission. All rig ! 
International. 21989 KEMCC 


and accessones to ensure complete compatibility with your 
Nintendo Entertainment System" 





work and on the weekends, 
though some say their folks 
use the NES after the kids 
go to bed. Dad plays more 
and is better at it than Mom, 
in the opinion of these 
vidkids. Overwhelmingly, 
the youngsters claim to be 
better players than their 
parents, which is probably 
the reason that the parents 
don't brag about their 
scores, according to their 
offspring. 

Over half the kids say 
that their parents ask them 
for hints and tips; 
unfortunately, fewer than 
half the youngsters are 
willing to tell them how to 
get better scores. The kids 
are also ambivalent about 
parents participation; 
although some like the 
family fun, even more claim 
the parents "hog it up and | 
cannot play for a while." 

The poll of youngsters 
substantiates figures from 
other sources. Industry 
experts estimate that adults 
now represent 44 percent of 
the players, an increase of 
15 percent in the last year. 
According to Emil 
Heidkamp, senior vice- 
president of Konami's 
consumer division, the 


increased number of grown- | 


up gamers is causing 
designers to up the level of 
strategy necessary to 
advance, so that the games 
will be more rewarding for 
adult players. 


Virgin Mastertronic, 
Europe's largest distributor 
of entertainment software 
and best known for their re- 
creations of board games 
like Monopoly, Clue and 
Risk, will soon introduce an 
interesting computerized 
board game called Spot. 
What makes this product 
more interesting than most 
is that the main character is 
the Spot from the popular 
7Up soda commercials. 

The game, which has 
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been in development for 
over a year, can be played 
by up to four players, in any 
computer/human 
combination. The highly 





Double Dragon ІІ and NY 
Warriors. After the IBM 
version, it will come out in 
the arcades under the 
Leland umbrella (in March 
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active little devils are then 
manipulated around a 7-by- 
7-inch board in an effort to 


get as many of them in your 


color as possible. Each time 
a move is decided on, an 


| associated animation takes 


| 











the Spot to his place. This 


continues until the board is 

filled and the score 

determines a winner. 
Mastertronic relayed to 


| vGace that the ties to 7Up 
| came in a odd way. The 


game was first submitted to 
the game manufacturer 
under the name /nfection, a 


| title that they didn't feel 


———————————X——X"PÓ———— ج‎ 


would be good marketing- 
wise. When they discussed 
the game's specs, 
particularly the 7-by-7-inch 
grid, а comment was made 
that the board's layout was 
a "seven up." The idea then 
materialized to see if 7Up 
would be interested in 
licensing their Spot 
character as the game's 
pieces, a move that was 
well received by the soda 
company. 7Up then 
released their profile for 
how the Spot should 
behave, and work began on 
adapting the game. 

Spot will be available on 
a wide variety of systems, 
appearing first on the IBM 
PC in the first quarter of 
1990 under the Virgin 
Games label, a new group 
of titles that includes 


or April), on the Amiga, ST 
and C-64 (in the second 
quarter), then finally as an 
Arcadia Systems Inc. 
product for the Nintendo 
Entertainment System and 
Game Boy (in the third 
quarter). 


Suncom Technologies, 
long known for their line of 
high-quality computer 
accessories, has introduced 
a pair of products for NES 
users. The Mother Ship is 
billed as a Nintendo 
controller enhancer. The 
Nintendo control pad slips 
into the base of the Mother 
Ship, thus transforming the 
pad into a joystick with an 
aircraft-style grip. It has a 
top fire button and a sliding 
switch that allows gamers 
to move between the "A" 
and "B" game functions. Or 
the player can set the 


| switch halfway to perform 


both functions at once by 
pressing the top fire 
button. It's available for 
$13.99. 

Suncom also has two 
roll-top storage units for 
NES game carts. Docking 
Bay 10 holds ten games 
and retails for $12.99, while 
Docking Bay 20 holds 20 
cartridges and retails for 
$24.99. Both units are 
color-coordinated to go 
with the Nintendo 
Entertainment System. 


KAO currently has a 


| bonus for disk buyers. 


| Specially marked ten-packs 


| of Kao diskettes hold a free 


| sample of Lucasfilm 
! Games' new strategy game, 
Pipe Dreams. The special 


| edition of the game is 


| 


| 
| 


packed оп a free 11th disk, 
available in computer and 


| office-supply stores while 


supplies last. 

The Lucasfilm strategic 
challenger requires gamers 
to build a conduit from 
various pieces of pipe that 
appear in random order. 


| The one- or two-player 
| contest has 36 levels. The 


game ends when the 


| plumber-computerist fails 
| to connect the pipe in time 


to keep the chemical fluid 


| (^flooz") off the floor. 


Samples of the game are 
packed in boxes of 5.25" 
IBM disks, 3.5" PS/2 disks 
and 3.5" Macintosh disks. 
The complete version is 
available from Lucasfilm for 
IBM, Macintosh, 
Commodore 64, Amiga and 
Atari ST computers. 
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` rboloosier" Audio-Video Enhoncer 
Working with your stereo TV 
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The higher energy video game system. 
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ALTERED BEAST 


(Sega for the Genesis) 



















Though each level is 
programmed with particular 
beasts, the programmers of this 
fantasy game have an egg that 
will let you specify what creature 
you want to be when you power 
up. 

From the title screen, if you 
hold A, B and C and the lower- 
left arrow on the directional pad 
when you hit START, you'll get a 
menu that will give you the 
opportunity to select what beast 
you'll be at any 
particular level. 
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Altered Beast is yet 
another game that 
offers a sound test. АП 
you have to do is hold 
A and C and the 
upper-right arrow on 
the directional pad 
when you hit START, 
and you'll be brought 
to a sound-selection 
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tendo Entertain- ... those sounds аге wild! 
ment System) 
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athon from МЕС is no different. ish this combat epic. Michael сипа апа Carolee 
То get to this submenu, hold Montgomery have found a true Easter 
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troller L and 
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screen sequence of moves. In this 
case, the animation, 


which shows a dinosaur 
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ar sf running through a 

l paster appears if you аге 
any playing POKEr and you 
effect 


fold ten hands іп a row. 
| Good find, Michael and 
Carolee! 


into the game. 
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Everything you've heard about it is true. The 
nerve-wracking tension, the explosive graphics, 
the awesome action of baseball at its best. 

If that's your bag, you've finally met your 
match.*Bases Loaded" has arrived! 

At your favorite video game store now! 
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Serious sports. 
For serious players. 


Jaleco™ and Bases Loaded™ are trademarks of Jaleco USA, Inc 
Nintendo* and Nintendo of America® are registered trademarks 
of Nintendo of America. © 1989 Jaleco USA, Inc. 
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All-Pro Basketball 


ҮІС TOKAI 
For the Nintendo Entertainment 
System ($43.95) 


The NES library is 
loaded with sports-relat- 
ed games. Some of the 
more popular sports are 
represented by more 
than one title; for exam- 
ple, there are currently 
six baseball games available from as 
many different manufacturers, with at 
least two more on the way. Vic Tokai's lat- 
est entry, their first sports title, is the 
fourth NES basketball cartridge. 

All-Pro Basketball takes a realistic, no- 
nonsense approach to the game. It fea- 
tures true five-on-five playing action in a 
league of eight fictitious teams. In addition 
to the usual "player vs. computer" and 
"player vs. player" modes, there's a neat 
"two players vs. computer" | 
option and a "watch" mode that 
allows you to watch the comput- 
er play against itself. When chal- 
lenging the computer, either 
alone or with a friend, you can 
participate in a tournament with the hopes 
of advancing to the championship. The 
computer keeps track of your team's 
statistics and issues a "continue" pass- 
word upon completion of each tourna- 
ment game. 

Perhaps most interesting is the ability 
to substitute players in midgame. When 
you see a player starting to slow down 
and miss simple shots, you can send him 
to the bench for a rest. After awhile, his 
energy will be restored, and he'll be ready 
for more action. The player-substitution 
screen is nice: You get to see each team 
member's name and energy level, and the 
faces of some players are also on view. 
(Some of these guys look familiar. In fact, 
one player bears an uncanny resemblance 
to Mick Jagger!) Each player has different 
strengths, and each team seems to spe- 
cialize in one area or another. 

Though All-Pro Basketball adheres pret- 
ty closely to official NBA protocol, there 
are certain exceptions. For example, bla- 
tant goaltending violations are ignored, 
and it's physically impossible for a player 
to go out of bounds. Actually, these quirks 
are welcome; they make a complicated 
game somewhat simpler. 

The programmers of All-Pro Basketball 
have made a conscious effort to avoid the 
"cartoon" appearance of many of the ear- 
lier NES sports simulations, and this is 
most apparent in the slam-dunk 
sequences. There are similar close-ups in 
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two of the other NES basketball games, 
but they've been improved upon tremen- 
dously here. When your player goes up for 
a dunk, the screen switches to a huge, 
finely detailed, full-color shot of your 
attempt to slam it home! A variation on 
this sequence is seen when one of your 
opponents is close enough to block the 
shot: Both of you soar up to the rim, and 
an arm in your face will frequently send 
you both scrambling for the rebound. 

On the negative side, this game fea- 
tures one of the strangest playing fields 
l've ever seen. The court is shown vertical- 
ly, with your goal at the top of the display. 
However, when your opponent gets pos- 
session and crosses the half-court line, the 
stadium momentarily fades to black and 
the player is left alone on-screen with the 
ball. When the lights come back on, the 
entire court has been rotated 180 degrees, 
and your opponent's basket has replaced 
yours at the top of the screen! If you bring 
the ball back, the switch occurs again in 
reverse, and your half of the court is 
returned to an upright position. It's like 
shooting hoops in the Twilight Zone! The 
same thing occurs if you pass to a team- 
mate who's on the other side of the line: 
The ball itself hangs there alone in mid- 
flight with darkness all around, and you 
might be tempted to dig out your old 
geometry textbooks to help you figure out 
where it's going to be headed when it 
starts moving again. It's possible to get 
used to this system, even take it for grant- 
ed, but l'm afraid some gamers might 
never get the hang of it. 

Also, you are not allowed to make play- 
er substitutions until the brief period after 
you've committed a foul. Why can't | do 
this while the game is paused? l've found 


Бен — throwing the ball out 


of bounds, just to be able 
to rid myself of a run- 
down slowpoke who's 
dragging the team down 
with him. 

My personal Nintendo 
Advisory Board (a pair of 
14-year-olds) really liked 
All-Pro Basketball, espe- 
| cially in the “two players 
vs. computer” mode. It 
was great, they said, to 
be able to work together 
against a common 
enemy rather than against each other. 
They had a tough time beating the com- 
puter, which made the game “frustrating,” 
but apparently not so much so that it 
deterred them from trying again—and 
again and again.... 

They also liked the postgame sports 


VG&CE е FEBRUARY 1990 














ACTUAL 
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^ VGA SCREENS 


A powerful crime 
syndicate has taken 
over large areas of our 

major cities turning them 1 
into vast criminal wastelands. 


Arson, extortion, drug distribution, 
murder and now...terrorist abduction! You 
have just learned that they have taken the U.S. President's 
daughter and are holding her and our country hostage 


YOU'VE HAD А GUT-FULL! ... YOUR PURPOSE: То wipe out this 
criminal organization and rescue the president's daughter. Even 
with the most sophisticated Assault Technology available, it won't 
be easy. You are the only one that can save the country from this 
sinister infestation 





Bring arcade action home like never before! 


Crime Wave, with Real Sound and 256 color digitized VGA 


graphics, puts you on the streets for real! 
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report, іп which All-Sports 
newscaster Tracy appears 
on screen to comment on 
the game, the team's 
progress and the head 
coach's emotional state. 
l've been trying to 
review this game without 
speaking in relative terms, 
but it seems unfair not to 
provide a comparison 
with Konami's Double 
Dribble, the yardstick 
against which all NES 
five-on-five basketball 
games must currently be 
measured. All-Pro Basket- 
ball has several features 
that its predecessor lacks, 
but the converse is also 
true, and many of the features common to 
both games are simply better in the Kona- 
mi original. My 14-year-old pals surprised 
me when they both said they preferred 
this game to Double Dribble, a game 
they've each owned for nearly two years. 
Upon reflection, however, they added that 
their enthusiasm about the newness of a 
different basketball title may have influ- 
enced their decision and that they might 
feel differently after some of that excite- 
ment has died down. Personally, | think 
Double Dribble is a better buy, but Vic 
Tokai has a good, solid game here, and it 
deserves to be judged on its own merits. 

If you own Double Dribble, you proba- 
bly don't need to buy All-Pro Basketball, 
unless you're a basketball nut or your NES 
budget is larger than most. If not, then All- 
Pro Basketball is certainly worth a look. 

—Chris Bieniek 


Vic Tokai Inc., Torrance Tech Park, 
370 Amapola Avenue, Suite 104, 
Torrance, CA 90501; (213) 326-8880. 


CULTURE BRAIN 
For the Nintendo Entertainment 
System ($49.99) 

Along with the numerous Super Mario 
Bros. clones, Legend of Zelda lookalikes 
and martial-arts play-alikes, the next fre- 
quently overdone game theme on the NES 
has to be America's favorite pastime— 
baseball. It seems as if every third-party 
company has a baseball video game to its 
name. One such company that has recent- 
ly gone up to bat with its own version, 
called Baseball Simulator 1.000, is Culture 
Brain. Don't be fooled by the name, 
though. "Simulator" is somewhat of a 
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misnomer when used to 
describe this sports game. 
But what sets Baseball 
Simulator 1.000 apart 
from other computer- 
baseball games is how 
unlike conventional, real- 
life baseball it is. 

The first noticeable 
thing about Baseball Sim- 
ulator 1.000 is its 
immense number of game 
features. There are three 
fictitious baseball leagues 
to choose from, each one 
consisting of six teams. 
Each of the 18 teams 
players has his own statis- 
tics, showing batting and 
pitching averages. The 
team lineup can be rotated or altered to 
your whim either before or during game 
time. If you don't care for the three leagues 
presented, you can build your own. Don't 
prefer any of the teams listed? Then put 
together a dream team of your own. What 
if vou don't like the players themselves? 
No problem—just create your own on-field 
entities. Everything, from what your 
ballplayer's name is to whether he bats 
and throws lefty or righty, is up to you. 
This particularly useful function allows you 
to make players based on the records of 
real ballplayers. Thus, you can have your 
Little League team go up 
against the Red Sox. 

Another unique fea- 
ture of Baseball Simula- 
tor 1.000 is its ability to 
save game results onto 
the game pack itself. 
Even after you have shut 
off your NES, the data is safely stored in 
the cartridge's memory, thanks to a built- 
in battery. This memory-saving function 
operates exactly like Legend of Zelda's 
and comes in handy for informal tourna- 
ment play among friends. 

You can pick six different baseball fields 
to play on. There are the 
usual places, such as an 
enclosed stadium, to the 
unusual, like fields set out 
in the middle of the ocean 
and outer space. Natural- 
ly, different fields affect 
| the game in different 

ways. Players move faster 
or slower, depending on 
the kind of traction the 
ground surface provides. 
Fields that are physically 
smaller in size will allow for the likelihood 
of more home runs than a larger field. 
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Playability 
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An Interactive 
Detective Movie 


s the year 2033. Your name is Tex Murphy, 
vate investigator in San Francisco. You ve 
been hired by the beautiful daughter of a university 
professor to uncover the facts about her fathers 
death. 


As you begin your investigation, you uncover the 
deaths of several prominent members of the 
scientific community. Are these deaths coincidental, 
or is something more sinister going on? 





e You will interact with more than 27 characters 
which animate and respond to questions, bribes 
and threats. 

e Some characters actually talk. This spectacular 

effect is achieved ру Synchronizing digitized 
animation with 
e You ll crack high-tech security systems. 
e You ll rummage through offices, 
warehouses, and factories as you search 
for vital clues. 
e You ll risk your life in action-packed 
shootouts. 
e You ll fly to major cities along the 
west coast in your Lotus speeder. 

This land and air vehicle is a full 

3-D solid-fill flight simulator. 


Mean Streets features 

Soup. dour own 
proprietary technology that 
allaws MS-DOS computers to 
play high quality digitized sound 
effects. music and speech 
WITHOUT HARDWARE. 


Cry ITH BOU NTIFL, 


1-800 824. 2549 
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Wait, though, because here's the really 
unusual part: The players of 
the third league, the Ultra | 
League, have superpowers. 
Yes, that's right, superpow- 
ers. Pitchers can throw balls 
that will freeze in midair, 
burst into flames or scatter | 
in all directions. Batters can 
whack a ball into the air that 
will scramble its shadow 
upon descent (thus confus- 
ing the other team's attempt to catch it), 
knock over players in its path, explode like 
a bomb or cause a temporary earthquake 
upon hitting the ground. Imagine charac- 
ters from Marvel or DC Comics playing 
baseball with the advantage of their super- 
human powers. That's what you get with 
Baseball Simulator 1.000. 

Unfortunately, the one important thing 
that sets Baseball Simulator 1.000 back 
from other titles is its graphics. The pitch- 
ing, batting and other on-field screens look 
simplistic. When the ball 
is in play, the ballplayers 
scramble across the field 
like munchkins. The over- 
all graphics aren't neces- 
sarily terrible, mind you. 
In fact, they have a slight- 
ly improved resemblance 
to Tengen's Н.В.І. Base- 
ball. But by today's stan- 
dards—and compared to 
other, new baseball 
games available for the 
NES—Baseball Simulator 
1.000 just looks down- 
right primitive. 

There are those who might not need a 
baseball video game with all the features 
Baseball Simulator 1.000 packs in or who 
would like one that indeed qualifies as a 
"real-life" simulator in respect to both 
gameplay and graphics. Choosing a base- 
ball game for your NES has become akin 
to buying a car. And just as not one car is 
right for everybody, Baseball Simulator 
1.000 is by no means perfect for all video 
gamers. Usually, when deciding upon à 
car to purchase, you test drive vehicles 
you might like to own. The same should 
be done nowadays when selecting a video 
baseball game. 

Baseball Simulator 1.000 is definitely a 
title that deserves consideration by any- 
one looking for that "just right" rendition 
of America's favorite pastime. 

—Howard Н. Wen 


Culture Brain USA, Inc., 15315 М.Е. 90th, 
Redmond, WA 98052; (206) 882-2339. 
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Double Dragon ІІ--Тһе 
Revenge 
ACCLAIM 
For the Nintendo Entertainment 
System ($54.95) 


if at first you succeed...do a sequel. This 
seems to have been the motto of 
moviemakers and, more recently, of 
gamemakers. Double Dragon ll is the 
sequel to Double Dragon. It retains the 
strong points of the orig- 
inal, but improves on it 
in many ways. It is, to 
my way of thinking, a 
successful sequel. 

In Double Dragon ll, 
you again play the broth- 
ers Billy and Jimmy Lee, martial-arts 
experts extraordinaire. This time, howev- 
er, the evil Black Shadow warriors have hit 
your dojo (school) and murdered Marion, 
your girl. So, it's revenge time as you seek 
to destroy the Black Shadow warriors and 
their leader. As in the original, you must 
move through different scenes, defeating 
all enemies in each before moving on. You 
have a number of different moves you can 
use as well, though mastering some of 
them will take quite a bit of practice. 

The basic moves are easy to learn. The 
"A" button attacks to the right, the “В” 
button attacks to the left. If you are facing 
in the direction you're attacking, then the 
attack is a punch; otherwise, the attack is а 
backward kick. The fact that each button 
always attacks in one direction is different 
from other games and a little hard to get 
used to. Other moves get more complicat- 
ed. For example, to execute a jump-kick, 
you must press both buttons to leap into 
the air, then press whichever button 
attacks in the same direction as you are 
facing. Finally, other moves build on one 
another. For example, you can grab an 
enemy by the hair, bang heads with him 
or hurl him through the air. Even more 
complicated moves, such , | 
as the "Spinning Cyclone" 
or "Hyper Uppercut" 
require several moves 
timed exactly right, and 
more often than not, you 
get clobbered by your opponent while try- 
ing to execute the move. 

The enemies are many and varied, 
from the standard "punks" who wait 
around for you to hit them, to pipe- or 
knife-wielding warriors and the ever-popu- 
lar punk girls. There are also plenty of 
giants, androids and Black Shadow war- 
riors. You receive points for each punk you 
bring down and lose one of eight energy 
points every time you get hit. When all the 
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energy is gone, you lose опе of your three 
lives. 

Although a Double Dragon warrior 
doesn't carry weapons, you can pick up 
dropped weapons, such as chains, knives 
and pipes. Using these weapons can be 
tricky, because, once again, buttons must 
be pressed in the correct order to get the 
effect you want. 

Double Dragon 1! is played against а 
scrolling background, which has consider- 
ably better graphics than the original. The 
initial round, "Into the Turf," takes place 
on the ground level and is relatively sim- 
ple to master, but after that each level gets 
progressively harder. Level 3, the chopper, 
is especially difficult because the chopper 
keeps rolling back and forth and the door 
opens—you can fall out, 
instantly losing one of your 
lives. 

The final confrontation 
comes in Mission 9, which 
can only be accessed by 
using the Supreme-Master 
mode. Here, you are up 
against the sensei (master) 
of the Black Shadow war- 
riors—a lean, mean fighting machine. 
Defeat him, and the greatest miracle of all 
(according to the instructions, anyway) 
тау take place. 

The animation in Double Dragon ll is 
much better, and the figures are larger and 
more detailed. This is a tougher game, 
however, and it will take considerable skill 
and perseverance to even make it past 
Mission 3. Those who are easily frustrated 
may want to pass this one up, but for 
sheer martial-arts gaming, Double Dragon 
Il is excellent. 

| —David Plotkin 


Acclaim Entertainment, 189 South Street, 
Oyster Bay, NY 11771; (516) 922-2400. 
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A Boy and his Blob 


ABSOLUTE 
For the Nintendo Entertainment 
System ($49.00) 


One of the joys of parenthood is never 
knowing exactly what your child will drag 
home with him when he comes tromping 
through the door. Often it's something 
simple, like a bottlecap or a twisted piece 
of junk that is christened a treasure, or 
something organic, like a dog, cat or rep- 
tile of some sort. Other times—well, let's 
just say it can be pretty interesting. Par- 
ents, have 1 got the perfect drag-home for 
you: How does a blob strike you? 

Yep, a blob. That's the premise of Abso- 
lute Entertainment's newest game, A Boy 
and his Blob. This is the 
perfect offering for those 
of you who are sick of the 
shoot-'em-till-they- 
drop/punch-'em-till-they- 
blink games that have 
been pounded out in 
droves lately. This game is a relatively 
nonviolent, lighthearted action/adventure 
piece from David Crane, the same guy 
who brought you the classic Pitfall. 

In Blob, you take command of an 
unlikely duo through their adventures 
beneath the city in search of untold wealth 
and excitement. It seems that a young 
blob from the planet Blobonia (where 
else?) has come to Earth in search of a 
champion to help him save his planet. 
This little blob, after ingesting a particular 
flavor of jellybean, has the ability to trans- 
form himself into different items that will 
be helpful to the quest. Eating a tangerine- 
flavored bean will change him into a tram- 
poline, for example. 

Together, the boy and his shapeless 
friend must traverse the caverns beneath 
the city to find a way back to Blobonia. 
There they will team up to defeat the evil 
king, who has enslaved the peaceful plan- 
et of goo-men. (Enslavement on Blobonia 
takes the form of being force-fed only 
marshmallows and chocolate.) To do bat- 
tle effectively on Blobonia, you'll have to 
gather a number of items along the way, 
including peppermints (lives), vitamins 
(weapons) and diamonds. 

The variety of scenes you pass through 
are colorful and well detailed. Chests of 
gems sparkle brilliantly, subterranean cav- 
erns of the city’s subway system are 
strewn with Day-Glo neon graffiti and 
outlandish creatures lunge at you from 
every corner. Beware the fiendish subway 
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serpents, falling rocks апа stalactites that 
can puncture soft beings! 

The actual gameplay is smooth, with lit- 
tle slowdown of the program. 
The similarities to Pitfall are 
immediately apparent in the 
look of the characters and the 
fluid motion of the human 
hero. Other comic touches | 
are evident as well; for exam- 
ple, the blob, when assuming 
its shape-shifting duties, 
always makes its presence 
known by including a charac- 
teristic pair of blinking eyes 27 
on its new identity, be it organic or not. 
You can summon your ectoplasmic friend 
with a quick whistle. This will serve notice 
to the blob to snap out of its new form and 
get back to "normal." 

Also, pay close attention to the expres- 
sion on the blob's face if you don't contin- 
ually pump jellybeans into it. It will still 
follow you around faithfully, but with an 
ever-growing scowl on its face. 


LICORICE 


It's little touches like this that 
separate the great games from 
the rest of the pack. 

One of the most enjoyable 
things about this game is that it's actually 
fun to wander about with your friendly 
blob tagging along at your heels. There's 
very little chance of being waylaid in 
lower levels, so experimentation is defi- 
nitely advised. It won't be long before you 
gain a mastery of the controls and can 
manipulate Blobert (that's his real name) 
with the best of them. 

This is certainly one of the most unusu- 
al games to come along for the NES in 
quite some time. It will delight players of 
all ages for many hours. For those of you 
who are searching for an alternative to all 
of those highly violent games, А Boy and 
his Blob may be the one for you. Just 
remember, the next time your child comes 
into the house breathless, check the front 
vard. And keep an extra bag of jellybeans 
on hand—just in case. 

— Patrick J. Kelley 


Absolute Entertainment, 251 Rock Road, 
Glen Rock, NJ 07452; (201) 652-1227. 


Casino Games 


SEGA 
For the Sega Master System 
($46.99) 





| know only one way to get someone to 
hand you $500, free and clear, to risk on a 
slot machine and a deck of cards. | know 
only one way you can become a million- 
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Take an 
incredible 
journey with an 
unusual 
companion in А 
Boy and His 











Feeling 
lucky? Win all 
or lose your 
shirt in Sega's 
new Casino 
Games. 








RATINGS: 


Sound/Music 
Graphics 
Playability 
Overall 





aire with no risks and without leaving the 
comfort of your family room. How? By 
picking up a copy of Casino Games for 
your Sega Master System. 

Casino Games lets armchair gamblers 
take on five different casino games: black- 
jack, baccarat, poker, the slot machine and 
pinball. Inspired by every gambler's 
dream, the goal of Casino Games is to 
increase your winnings to $1 million, a 
feat that isn't too difficult—if you play 
cards well. 

The first time you play Casino Games, 
you must open an account at Club Sega's 
information desk. Here, you enter your 
name and receive $500 to bet with. (If only 
things worked that way in real life, eh?) A 
password system is used to maintain your 
account from game to game, allowing you 
to accumulate your winnings over the 
course of many sessions. Thanks to the 
password, once you've opened your 
account, you won't need to do so again 
until you either make your goal of $1 mil- 
lion or go broke. 

Of the five games offered in Casino 
Games, pinball is the only one 
that won't help you increase 
your winnings. Although it's a 
good, solid version of comput- 
er pinball (it even has a tilt fea- 
ture), it's recreational only and 
thus seems a strange thing to 
include in a gambling simula- 
tion. The real gamblers will want to pump 
coins into the slot machine or sit down at 
one of the card tables. Pinball is entertain- 
ing, though, and a good game in its own 
right. 

Winning at the slot machine is, of 
course, a matter of pure luck. And like the 
slots at any casino, the odds on this 
machine are much in favor of the house. 
Regardless, you'll want to spend some 
time with the slot machine, if for no other 
reason than to enjoy the excellent graph- 
ics and sound this simulation offers. Your 
best bet is to stick with the $1 machine. If 
you risk big money on the spin of the 
wheels, you'll soon һе 
bankrupt. 

The quickest route to your 
$1 million is poker. Casino 
Games' version of poker is 
about as close to the real thing 
as you can get. The game is so 
realistic that your opponents' 
expressions can be a clue as to 
what she has in her hand. For 
example, if Nancy is frowning 
after drawing her cards, 
chances are good that she didn't get what 
she was drawing for. Once you learn to 
read these visual clues, the odds of your 
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winning are dramatically 
increased. 

All the card games here are 
full-featured contests, support- 
ing all the basic rules of the 
three games. In black jack, for 
instance, you may "split," 
"double" or take "insurance." 
In all the card games, the stakes 
increase with your winnings. 
While a maximum bet of $100 is typical for 
the lower-level games, once you get into 
the big time, the maximums are raised to 
hundreds of thousands of dollars. That $1 
million won't take as long to earn as you 
first think. 

There's not much a reviewer can say 
about a set of games like this, except that 
it works as advertised. Casino Games' 
biggest strengths are the password reen- 
try that lets you maintain an account from 
one session to another and the vivid 
expressions of your opponents that pro- 
vide clues as to what they hold in their 
hands. If you're looking for a good gam- 
bling simulation for your Sega Master 
System, you can place your money on this 
one. 

—Clayton Walnum 


Sega of America, 573 Forbes Blvd., 
South San Francisco, CA 94080; 
(415) 742-9300. 


Duck Tales 


CAPCOM 
For the Mintendo Entertainment 
System ($49.95) 


In Capcom's latest offering, Duck Tales, 
you get to play that lovable old quacker 
Uncle Scrooge, as he travels through five 
strange lands in search of five hidden trea- 
sures. Along the way, you'll get clues from 
his nephews, Huey, Dewey, Louie and 
Webby, as well as special treasures and 
treats from Bubba Duck, Mrs. Beakly, 
Gizmo-Duck and Launchpad. 

Based on the cartoon series of the 
same name, Duck Tales is а 
goofy adventure that's part 
arcade action and part treasure 
hunt. As Uncle Scrooge makes 
his way through the five 
lands—the Amazon, Transylva- 
nia, the African mines, the 
Himalayas and the moon—he'll have to 
battle off all sorts of enemies, including 
deadly birds, poisonous spiders, tricky 
bats and man-eating plants. 

But Uncle Scrooge needs to concen- 
trate on more than just enemies. All the 
while, he must search for many treasures 
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Games by 


Sega. 


Walt Disney's 
perennial 
favorite returns 
for all new 
adventures in 
the charming 
Duck Tales. 
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and helpful items that may be hidden in 
strange places. Among the items that he 
can find are diamonds, which add to his 
money score, magic coins that make him 
invincible, ice cream and cake that restore 
his hit points and 
Scrooge dolls that act as 
1-u ps. 

In addition to these 
hidden items, treasure 
Overall Й chests are strewn every- 
where. They may be 
opened with a sharp rap 
of Uncle Scrooge's cane or by having 
Uncle Scrooge "pogo" on top of them. 

Uncle Scrooge may use several meth- 
ods of movement. Just like any other 
video-game duck, he may waddle left or 
right according to the direction pad. He 
may also move by using his cane as а 
родо stick. This gives Uncle Scrooge а 
much higher reach, especially since he 
can pogo on the backs of whatever crea- 
tures happen to be near him and not just 
on the ground. In fact, pogoing is the only 
way to reach many treasures, some of 
which are so high above Uncle Scrooge 
that he has no choice but to use some 
poor creature as a stepping stone. 

Other methods of movement include 
jumping, climbing ladders and vines and 
falling down deep pits. Some pits are 
deadly, others lead to yet other mysteri- 
ous, underground passageways. 

When Uncle Scrooge begins his quest, 
he starts at the control room and picks 
which of the five 
lands he wishes to 
enter. Once he enters 
a land, he must battle 
his way forward, 
gathering all the trea- 
sures and searching 
for that level's goal. In 
the Amazon, Uncle 


Graphics 


MOON ^ | Scrooge must find the 


Scepter of the Incan 
King. While in Tran- 
aM sylvania, he must 
ШЕ locate the Coin of the 
Lost Realm. The other 
lands each have their 
own goal as well. 
Once he completes a 
level, Uncle Scrooge 
| may then find 
Launchpad, who'll 
bring him back to the 
control room to 
choose another land. 
The graphics in Duck Tales are general- 
Iy well detailed, approaching cartoon 
quality in many places. Game play is 
smooth, with good controller response. 
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However, some of the 
movement techniques 
may take a little practice. 
For example, to pogo, you 
must press down on the 
control pad, press the "A" 
button and then, when 
Uncle Scrooge is air- 
borne, press the "B" but- 
ton to activate the pogo 
stick. Happily, once the 
pogo is in action, simply holding the "В" 
button will keep it going. This is а tech- 
nique you have to learn, since you'll prob- 
ably spend more time pogoing than any- 
thing else. (The pogo stick is also à 
weapon; when you pogo on top of a crea- 
ture, you destroy it.) 

In general, there's nothing unusual or 
original about Duck Tales. It's a decent 
arcade game that will give many hours of 
enjoyment. Kids who are fans of the car- 
toon series will probably like it the most. 

is Duck Tales everything it was quacked 
up to be? Close enough. 

—Clayton Walnum 


Capcom, 3303 Scott Boulevard, 
Santa Clara, CA 95054; (408) 727-0400. 


Evert & Lendl Top 
Players Tennis 


ASMIK 
For the Nintendo Entertainment 
System (544.95) 


Video gaming started with Pong, and it 
sure has come a long way since. Evert & 
Lendl Top Players Tennis gives you such 
options as one- or two-person play, tourna- 
ments, scrolling back- 
grounds and some talented 
opponents. It allows you to 
build a player and improve 
that player over time. It 
even has digitized sound to 
announce the score. 

There are many modes 
that you can choose from 
in Evert & Lendl Top Play- 
ers Tennis. You can play 
singles or doubles with 
either one or two players. If 
you choose doubles and 
there is only one player, 
the NES will be your part- 
ner. You can then choose your player: 
either Ivan Lendl or Chris Evert or one that 
you build yourself. If you choose to build а 
new player, first select its gender, then 
name your alter ego and allocate 20 points 
among eight different categories. The cate- 
gories include strength, stamina, agility, 
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speed, focus, skill and miracle. After each 
match, you will gain more points to allo- 
cate to these areas, with the number of 
points you're awarded based on how often 
you win during the match. It's important to 
gain these points, because your on-screen 
player is clumsy at first, with little ability to 
quickly change direction. As a point of ref- 
erence, Chris Evert has 87 points and is 
very fast (ninth level on speed). 

If you choose to play doubles, you can 
select from a number of tournaments. 
Aside from the graphics of the opening, 
the tournament you play doesn't make too 
much difference, though different tourna- 
ments are played on different surfaces, 
which impacts how the ball moves. With 
either singles or doubles tournaments, you 
are presented with a screen that shows the 
matchups to reach the trophy. By pressing 
the SELECT button, you can modify the 
order of the matches so you don't always 

have to play the same 


RATINGS: opponents in order. 
Sound/Music Tournaments are based 
Graphics М оп three sets, with each 
Playability Ц set made up of six 
Overall $ games. A set must be 


won by at least a two- 
game margin. 

The view in Evert & Lend! Top Players 
Tennis is from high over your player's 
shoulder. As your player(s) moves back 
and forth across the court, the screen 
scrolls, showing the stands and judges off 
to the sides. The graphics are quite good. 
The ball rebounds realistically off the court 
and casts a shadow. The players are ani- 
mated: looking downcast when they miss 
a shot or jumping up and waving their 
rackets when they make a good shot. It can 
be difficult, however, to gauge the distance 
and run up to the ball accurately. 

The player's controls allow for many dif- 
ficult shots and work better as you amass 
ability points. The basic moves are to 
guide your player to the ball and press the 
"A" button for a hard smash, the "B" but- 
ton for a slow, high lob and the control pad 
as you make the shot to impart spin. Fur- 
thermore, the strength with which you hit 
the ball is controlled by how long you hold 
down the button. You can also dive for a 
shot and try for a miracle. Miracle shots 
don't exist in real life; for example, the spi- 
ral shot winds through the air. You must 
have miracle points to make these shots, 
however. 

During any match, you can check your 
ranking, get advice from Lendl or Evert or 
look at your password. The password 
allows you to quit and return with all your 
statistics intact. It’s very long, however, 
continued on page 57 
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VG&CE’s Best 
Games of 1989 


by the Editors of VideoGames & 
Computer Entertainment 
























о borrow from Charles Dickens, the 1989 electronic- 

gaming year “was the best of times, it was the worst of 

times.” The average quality of computer-entertainment 
programs reached new heights of excellence, but the 
individual high spots were less plentiful than last year. 

The increased dominance of product marketing over 
product development at many large publishers 
contributed to both trends. This wasn't the easiest year, 
financially speaking, for many software 
companies. Video-game systems competed 
strongly for the gaming dollar; over-ambitious 
shipments caused a product glut during the second 
quarter; and old standbys like the Commodore 64 and 
Apple Il are rapidly dwindling in popularity. 

Quite a few publishers have adopted the strategy of 
going for “sure things.” That means slickly professional games 
in established niches with proven consumer appeal. Such titles 
seldom become platinum sellers, but they are also far less likely to 
fall absolutely flat. Worried publishers will do just about anything 
to avoid outright flops, and that definitely includes holding those 
trailblazing new concepts until the pressure is off the bottom line. Call 
1989 the year of the B-plus game, and you won't be far wrong. 

Arnie Katz, Computer Entertainment Editor, chaired a panel of judges 
composed of vc&cte's writers and editors. This panel examined hundreds of 
games published for the first time between October 1, 1988, and September 
30, 1989. This article presents their choices for best entertainment products. 

The small number of truly monumental achievements made the 
competition for this year's awards the hottest so far. With fewer 
clear-cut winners, it opened the way for a lot more | 
legitimate contenders for each and every award, 

For this reason, the judges hope that readers whose 
favorites didn't make this year's list will be charitable 


Illustration by Alan Hunter 
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about such omissions. With so many titles of nearly equal quality, it's easy for 
any individual's favorite to get eclipsed by a slew of programs that are 


nearly the same quality. Few games are so awful that they are universally 


unloved, and even fewer are so perfect that they escape all criticism. 


Apologies also go to publishers whose games arrived too late for 
consideration this year. There were some fine titles released during 
October and November, but they will have to wait for their just honors 
until the "Best of 1990" competition a year from now. Don't 
worry, the judges have long memories. 

Each category begins with the best new game of that type. 

Following the description of the winner are the games that 
merit an Honorable Mention. Those are the parameters. Now, 


let's get to those top games of the year. 
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Take on the best pilots in one- 
on-one dogfights at the Naval 
Fighter Weapons School to find 
out who is the real top gun. 


U WERE OUT 58:2 1L AROUND. THI 
"rz Toor A MISSILE HIT FeoM А MIG 


You don't know what a good 
chewing out is until you've ticked 
off Admiral Hawk. Wipe that 
smirk off your face, Lieutenant. 


Find out, on the toughest fighter training ground in the world. In F-14 ТОМСАТ. 
Master the fine points of aerial combat. Move up the ranks in your tours of duty 
aboard the carrier U.S. S. Nimitz. And test your dogfighting skills against the most 
elite pilots in the world. 

Е-14 TOMCAT features 80 randomly assigned missions in five theaters. Ist-person 
in-the-cockpit realism. And feel-it-in-your-gut aerial maneuvers. It's the best-selling 
combat flight simulator on the Commodore today. 


Think you're a “Тор Gun"? Then prove it, hot-shot, in F-14 TOMCAT. 


"F-14 TOMCAT is one of the "F-14 gives you a shot at being опе 
best combat flight simulators for of Americas most elite fighter pilots. 
the 64. Graphics, sound, and Computer Gaming World 


action are excellent, and the frame- 
work of a career scenario adds a 
sense of realism and purpose. 

— Computes Gazette 


ACTIVISION. 


See your local retailer, or call 1-800-227-6900 to order. 
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Best Video Games of the Year 
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Legendary Axe (NEC for the TurboGrafx-16) has a little 
of everything: loads of axe-swinging action, layer upon 
layer of high-quality music and smooth, colorful 
animation. The combination of these elements brought 
this action adventure to the top of the video-game heap 
like rising cream. 

This hero's chase to find his missing maiden Flare ts 
finding great popularity with gamers looking for new 
reasons to say, “Oh, wow!” when they play. And certainly 
this game tests reflexes like few others do. Whether you 
are facing the jumping sea-monkey creatures, rockmen 
or the gigantic Jagu, you'll have to be your absolute best. 
Моге important, Legendary Axe shows the impact of the 
next-generation game consoles on the quality of 
electronic entertainment. There were a number of other 
games that were close in our voting—NEC's Blazing 
Lasers for the TG-16 and Sega's Thunder Force [I for the 
Genesis—but Legendary Axe surpassed all other comers to 
win the title of 1989 Video Game of the Year. 


STRIKE , 
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Baseball cartridges have been incredibly popular over 
the vears, and 1989 saw strides in diamond fare with the 
release of new consoles. Few companies would dare 
release a game system without at least one baseball game 
to support it. 

Sega not only brought out a baseball cartridge, but 
used a familiar name as a sponsor. Tommy Lasorda 
Baseball (Sega for the Genesis) takes the national 
pastime and adds a series of distinctive digitized voices 
to make umpire calls. Filled with options—such as 
bunting, player stats, league play, wind effects and 
password reentry—71.B features standard behind-the- 
batter perspective for during-the-pitch action and direct 
overhead views for field views. Though this viewpoint is 
somewhat traditional, TLA takes it a bit further by 
employing enhanced animation and sound. 

Honorable Mentions 
Like Tommy Lasorda Baseball, ws little brother, Regme 
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Jackson Baseball (Sega for the SMS), has many of the 
same features that make TLA this year's winner in the 
sports department. The SMS's quality also helps the 
representation. 


John Elway Quarterback ( Tradewest for the NES) takes 


the popular Quarterback coin-op game and converts it to 
cartridge format; but it is also a good-quality gridiron 
simulator in its own right. It gives the control-pad coach 
the ability to choose from a menu of plays and animates 
the resulting action amply. 

The links are also quite big in video-gaming circles, 
though not as popular as other, more traditional sports. 
Power Golf (NEC for the TurboGrafx-16) does well in re- 
creating the strokes, bunkers and putts of the real game, 
using the ТС-16% graphic capabilities to take this 
TurboChip to the limit. 


Py. ІСТІ. Ж ш 





HI „УЕ. 


For some strange reason, the country has been taken 
by storm in the past couple of years by a group of four 
unlikely heroes. These superstars that made the natural 
transition from comic to cartoon to video game appeared 
on the Nintendo Entertainment System before jumping 
to arcades as a coin-op. Teenage Mutant Ninja Turtles (Ultra 
for the NES) brings these pizza-chomping toxic avengers 
onto screens for a fast-paced slugfest, challenging the 
player with lots of puzzles and intense confrontations. 
Тһе varied capabilities of each of the four turtles—along 
with the ability to switch characters on the fly—gives the 
player a chance to find the best hero for particular 
situations. 

Honorable Mentions 

The 16-bit parade that started in the fall of 1989 
brought quite a lot of top-notch action games to the 
American public. lasing Lasers, Legendary Axe (both 
NEC for the TurboGrafx-16) and Thunder Force I] (Sega 
for the Genesis) are extremely capable products filled 
with multicolored characters and great sound effects. 





When NEC rolled out the TurboGrafx-16 in New York 
in 1989, part of their demonstration was a comparison 


between Nintendo's Рита! for the NES and their own 
Alten Cru. The oohs and aahs from the crowd gave 
NEC the assurance that their game system had shown а 
distinct difference in quality—in their favor. 

Alem Crush is our choice for Best Video Game 
Simulation. Few pinball simulators have actually given 
the player the full feel of a pinball game, but this one 
succeeds. It features finely detailed creatures 
reminiscent of the film Aden, lots of bonus situations and 
some of the finest music ever heard in a video game. The 
first few times you play the game, it's downright eerie. 

Honorable Mentions 

Stealth А.ТЕ (Activision) brings the high-flying flight 
battle to the Nintendo Entertainment System. Not only 
does it succeed in its efforts, but it makes strides by not 
following the somewhat overused scrolling environment 
that is the cornerstone of most NES games. 

The gambling motif is also quite popular, and („атто 
Games (Sega for the SMS) brings vou right to the tables 
for some quality betting action. Poker, blackjack, slots 
and pinball—we're not quite sure how that last one fits 
in—are displayed іп multihued splendor and stay true to 
the rules of the casino. 
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LICORICE = LASER 


David Crane is one of the biggest influences in current 
video-game trends, given the innovation and popularity 
of his various games—/ujfail was his most 
popular—during the first generation of video games. 
Now he is penning a new chapter in his book with his 
first cartridge outing in some time, A Boy and His Blob 
(Absolute Entertainment for the NES). Though the 
game sticks to the NES standard of the scrolling 
adventure, Crane stays away from the shoot- em-up 
concept, instead opting for a unique premise: Ап alien 
blob follows your young character around, but the main 
feature is that the blob will mutate into other forms when 
he eats different flavors of jelly bean, VG&CE expects this 
опе to be on "Best of lists for NES owners around the 
country. 

Honorable Mentions 

Last year, Tetris won kudos for its innovation as а 
computer game, getting particularly extensive press as 
the first game to come out of the Soviet Union. This 
year, Nintendo took ‘Tengen on for their version of Terris, 
bringing the battle into the courtroom and getting 
temporary restriction of Tengen's marketing of the 
product. Oddly enough, the Tengen version of Jets for 
the NES and Nintendo's version of Terris for the Game 
Boy come in as runner-ups in the Best Strategy Video 
(rame category. 

Both of these games show strong innovation. The 
Game Boy game is not only a well-paced version, but it 
also lets two players compete head-to-head over a Video 
Link connection. The Tengen game skips the colorful 
backgrounds that were sprinkled through the computer 
versions and concentrates instead on the gameplay. | he 
pieces are smoothly beveled, making for a nice three- 
dimensional appearance, and the increase in speed 
makes for a quality game experience. 

Also brought over to the video-game world from the 
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Welcome to 
the Fight Palace. 











‘Humans come apart so easily in the pit. Especially 
when you pull on their arms: — Mondu the Fat 

Two creatures in a pit, strange moves, magical weapons, wild 
betting and your host, Mondu the Fat. Pick your lifeform, 
load up on bio-weapons, then punish or perish in the most 
outrageous game ever created — Tongue of the Fatman. 





Pick Your Lifeform 


Control and combat a variety of The Multimax 764 Steroids 

aliens, each with different moves pumped you up. Grasfur Slug Eggs 
and special animations. Ten might slow the Cryoplast long 
beings to master. enough to nail him. 
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computer domain is Where im the World Is Carmen 
Sandiego? (Sega/Parker Brothers for the SMS), a series of 
educational games produced by Brederbund. This one 
follows the familiar premise and puts you in the 
gumshoes of a detective in search of the location of a 


member of Sandiego's crime gang. You have to use hints 


and your knowledge of geography to determine a 
suspect and collect an arrest warrant. 






Capcom has been known for its wonderfully designed 
NES games—(hosts 'я' Goblins, Legendary Wings and 
particularly MegaMan. In 1989 we saw a sequel to that 
battle royale with MegaMan 2. Strategy games not only 
have you often moving against myriad enemy creatures, 
they also stress critical timing of those moves for 
success. MegaMan 2 does its best to perfect that 
challenge and creates a colorful environment for you to 
hop around in. 

As documented in our Strategy Guide for MegaMan 2, 


you must battle past a variety of beasties—Quick Man, 
Wood Man and Bubble Man, for instance—on your way 
to defeat the evil Dr. Wily. Each step will test your 
mettle to the maximum! 

Honorable Mentions 

Kemco/Seika is one of the smaller NES licensees in 
the U.S., but their Rescue cartridge should push their 
popularity somewhat. In a cartridge version of 
Infogrames’ Hostage (see the computer awards for more 
on this), you are the leader of a S.W.A.T. team forced to 
deploy in order to save a bunch of hostages captured by 
terrorists. The plan you create is often torn to shreds by 
the relentless gunfire of vicious captors. 

Air Fortress (HAL America for the NES) brought out 
one of the sleepers of the year with this interesting 
puzzle game. For most of cach level, you battle 
adversaries so you can build up your energy and bomb 
supplies. But after you knock out the power supply, you 
have a limited amount of time to escape before the 
installation blows up. This game will have you on the 
edge of your seat. 

Finally, it wouldn't be fair to mention the quality of 
Capcom products without talking about Bromw 
Commando. Though it looks like a standard scrolling 
shoot-'em-up, the quirky manner of getting your 
character around—by extending his telescopic arm to 
grasp, destroy and swing all around the screen—takes it 
beyond this tiring genre. 
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A few years ago, you could mention the name Zelda and 
be greeted by nothing but a blank stare. Today the name 
Zelda sparks interest in the eyes of video-game players 
worldwide, thanks to Nintendo's featured RPG character. 
The return of Zelda and Link in Nintendo's Zelda 1/—THe 
Adventures of Link drew lines around video-game sales 
counters and gave hours of enjoyment to gamers as they 
sought to traverse palace after palace and defeat a slew of 
nasty characters in their way. What else can we say except 
"bring on Zelda ГІП” 

Honorable Mentions 

Due to the Zelda craze, Sega Master System owners often 
repaired to the haven of their arcade cartridges, but they 
finally had their own epic in 1989 with Phantasy Star (Sega 
for the SMS), a large RPG that tested players through three- 
dimensional mazes and puzzles. In fact, the popularity of 
this game will be tested again when Sega releases the six- 
meg, battery-backup-equipped Phantasy Star I] for the 
Genesis in the coming months. 

Formerly a popular computer game from Mindscape, 
Shadosgate (Kemco/Seika for the NES) is an eerie jaunt 
through a haunted castle. Instead of the tedious typed entry 
of commands, all commands are available with a simple 
pointer manipulated by the control pad. 

NEC took the graphic action of Сави and spiced it up 
for their TurboGrafx-16 console in the form of Dungeon 
Explorer. The overhead perspective gives a full view of the 
action as you go into battle against wonderfully animated 
yet gruesome characters. And if you're equipped with a 
Turbo Tap, you can bring others into the assault for 
assistance. 





It's not hard to understand why there are no NES or SMS 
entries in this category: The technological leaps of the next- 
generation consoles were too much for the older machines to 
compete with. And this category's winner, Thunder Force I] 
(Sega for the Genesis), combined all the elements 
necessary to thoroughly knock the socks off of anyone 
powering it up. Particularly if you run the audio through a 
stereo system or into headphones, the blasts and booms of 
each explosion reverberate through your ears with 
incredible clarity. (It's too bad we can't understand what 
the voice at the beginning of the mission says before the 
“Good luck.") 

What impressed us the most were the graphics, which 
gave the appearance of your spaceship cruising over the 


alien landscape and through an enemy installation. This 
visual effect shows where video-gaming is headed in 
appearance. 

Honorable Mentions 

Аз we mentioned before, Alem Crush (NEC for the 
TurboGrafx-16) has some of the best music you will ever 
find in a video game. This is especially true when you 
enter the bonus screens and the tunes begin. And 
besides, there aren't very many games that let you pick, 
at the start of a contest, what version of the music you 
want to hear. 

А while ago, Epyx released a computer duel called 
Demon Sword that was best known for a clanging sound of 
two swords hitting metal-to-metal. NEC's Legendary Axe 
exceeds Epyx's efforts by adding lots of great visual and 
audio effects. The animation in particular is extremely 
smooth, right down to the moving muscles of the 
characters’ bodies. 

Sega also had a couple of runner-ups in their Genesis 
camp. Though the voice that greets your every move in 
the Altered Beast cart that comes with the Genesis sounds 
amazingly like an angry Elmer Fudd— "Welcome to your 
doom!" —the clarity of the sounds and voices throughout 
this classic arcade translation is re-created perfectly, and 
the various beasts’ yells are unnerving. The soft pastel 
colors of the graphics provided a smooth background to 
the action also, 

Lastly, the late entry of Ghouls 'п' Ghosts almost had us 
changing our announcement of winner. Again, the 
inclusion of a headphone jack helped this arcade 
translation open some eyes from coast to coast, and when 
you get to the rainstorm shortly after the beginning of 
this contest, you'll surely hit the pause button to batten 
down the hatches. 
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Perhaps the most stunning introduction to the next- 
generation consoles is to stop by an arcade, then go home 
to power up the same game. The previously mentioned 
Ghouls 'п' Ghosts (Sega for the Genesis) is an almost 
perfect replica of the arcade quarter-eater. The fluid 
motion of the characters, the high-quality sound and ease 
of play—with the addition of a continue feature—will 
have you wondering where the coin slot 15. 

Honorable Mentions 

Lots of gamers who were into playing during the first 
generation of video games are unhappy that the old 
classics aren't being converted to cartridge form. Gyruss 
(Ultra for the NES) does a great job of bringing this 
favorite to vour home screen. Rumor has it that a lot of 
the old classics will be coming to the NES in the next 
year or so. 

Taito has also adapted one of their arcade titles to the 
NES in the form of Bubble Bobble. This tale of dinosaurs 
who destroy their enemies by encasing them in bubbles 
and popping them was favored by gamers of either 
gender and all ages. Veteran gamers looking for a 
challenge also had a good time with this one as it 
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LUCASFILM ON THE 


One эче described a World War Il 


dogfight “like being on the inside of a 


beehive.” And that's just what it feels like to 


play Their Finest Hour: 
The Battle of Britain." 
The new air combat sim- 
ulator from Lucasfilm 
Games that's keeping sim- 
ulation buffs and action 
gamers alike on the edge 
of their seats. 

Their Finest Hour 
includes all the acclaimed 
features of our Battle- 
hawks, 1942. Plus a few 
new twists. 


The Realism Is Unreal. 
From the moment 
you pull back on the throt- 
tle, Their Finest Hour 
grips you with near- 
photographic realism of 


aircraft, smoke, terrain, and flying debris. 
To really get your 
adrenalin pump- 





a cacophony of 
roaring engines, 
chattering machine 
guns, and thundering 
explosions. 
IBM screens chown. Available lor IAM (includes AdLib™ sound card support), Amiga, and Atari ST. 
TM and C 1989 Lacasfilm Lid. АЙ rights reserved. Lacasfilm Games, and Their Finest Hour: The Ваше of Britain are trademarks of 


Lacasfilm Lid. IEM is a trademark of International Basiness Machines, Inc. Commodore 64 is a trademark of Commodore Elecirenics, 
Lid. Amiga is a trademark of Commodore/ Amiga Inc. Atari and ST are trademarks of Atari Corp. AdLib и a irademaurk of AdLib, Inc. 
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A Luftwaffe gunner position is the 
quickest way to get acquainted with 
the RAF 





Replay combat action sequences 
from any angle, even from the nose 
of a bomb! 


ing, we've added 
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schmitt 109 Pulverize ground installa- 
tions from your Messerschmutt 110 
fighter/bomber or your screaming 
Stuka. Or fly as pilot, bombardier 
or gunner in a Junkers 88, Dornier 
Flying Pencil, or Heinkel Spade. 
Your success in each mission 
impacts the next one: knock out a 
radar installation today, and you ll 


AND SCIENCE OF ENTERTAINMENT 











How's That iis breathe easier tomor- 
Want to show your row. Who knows— 
friends how you erased that you might even change 


Flying Pencil with 
fancy deflection shooting? 
Their Finest Hour lets you 


history. And if you don't like 
the odds, Their Finest Hour 
lets you change sides. 


save your proudest com- 
bat performances to disk. 
And relive them in real MEM 







time, fast forward, or 
frame by frame. 


Look At Life 
From 
Both Sides Now. 
Take on the Luft- 
waffe in a tough little 
RAF Hurricane or fabled 
Spitfire. Or test your 
skills at the controls of Аё м | 
the Spitfires nemesis, er Колу, с | 
the formidable Messer- | > 8 






contained lots of different levels, each with a layout that 
tested the strategic abilines of the player. 


Most Innovative Video 
Game 


сып = тына 





We mentioned carlier the innovative theme of Absolute 
Entertainment's A Boy and His Blob. It would be a crime not 
to recognize this cartridge for its trend-breaking concept. 
The trek—which takes you through underground Earth, 
rocketing through outer space and past all sorts of obstacles 
on Blobolonta—will test the arcade and puzzling skills of 
the NESer. 

Honorable Mentions 

Again, Bionic Commando (Capcom for the NES) has to be 
recognized for its interesting and unique main character. 
Similar to Tarzan with a portable vine, the lead in Brom 
(Commande must grapple with vicious soldiers, traps and 


gaping chasms, using his extendable arm as his primary tool. 


Movies have been made of the internal conflict berween 
good and evil, but this is the first time a video game has 
faced the situation. Dr Jekyll and Mr. Hyde (Bandai for the 
NES) deals with this clash of personalities by transforming 
the character into his alter ego when things get too stressed. 
Your quest is to not only make it to your wedding in one 
piece, but you also must balance the negative influences on 
him in order to keep him in his good form. 

Players have become Tetriszed all over the world, thanks 
to the Soviet-designed puzzle game; but now that Nintendo 
has brought out a version for their Game Boy, vou can also 
play Tetris as a competitive contest. Using the Video Link 
cable, two players can go against each other in a contest that 
can only be called Airs Tetris. The object is to cause the 
other player to lose, because every line you complete on 
vour board adds to your opponent's bin. À gauge on the left 
of the display shows the height of your adversary s bin, so 
vou can get an idea of how your pieces stack up next to his. 


Best Computer Games of the Year 


Computer Game 
of the Year 





Populous (Electronic Arts for Amiga and Atari ST) is a 


VG&CE е“ FEBRUARY 1990 






mind-stretching exception to the absence of field- 
shaping, seminal new games in 1989. Designer Peter 
Molyneux, certainly computer gaming's "rookie of the 
year," leaps into the front ranks of European game- 
makers with this provocative contest. 

One thing's for sure, no one can say Molyneux played it 
safe. Not many American companies would have risked 
publishing a game that turned the player into the god of a 
primitive planet, and Electronic Arts deserves praise for 
releasing Populous here after its success in Great Britain. 

Behind the shock value of the theme lies an excellent 
icon-driven action-strategy game. The player begins as 
lord over an inhospitable mudball. By raising land and 
encouraging the few inhabitants to farm and build, the 
armchair deity fosters the rise and expansion of the 
civilization under divine protection. Minions of an evil 
immortal are at work as well, so the player must also 
create holy warnors to keep evil in check. 

Populous is a mentally demanding game, but the 
interface is so logical that it remains accessible even to 
computerists who normally prefer "boot and bash" disks. 
The obvious thought and care of Molyneux and his team 
has brought forth one of the most impressive and 
entertaining brain games of this or any other year. 





Best Computer 
Sports Simulation 


Baseball took a deserved rest in 1989. The glut of 
action and strategy games based оп the national pastime 
forced designers and publishers to widen their horizons 
and look for other forms of athletics to put on the gaming 
screen. А few outfits tried to nde Epyx's coattails with 
action-sports anthologies of dubious merit, but most 
embraced other established team and individual sports. 

Zany Golf (Electronic Arts for Amiga and IBM РС), this 
year's Computer Sports Simulation of the Year, i5 a 
triumph of qualitv over quantity. Author Will Harvey 
offers only nine meticulously crafted holes, but that's 
enough to keep mini-putt maniacs glued to the screen for 
hours. 

Each one is a multiscreen extravaganza depicted with 
beautiful illustrations in two-thirds perspective. Zany 
Golf has a reasonably long playlife, because every hole is 
so enticing that electronic swingers will want to try each 
one over and over. 

The control system is fittingly simple. After all, this is 
miniature golf, not the PGA tour. The player need 
consider only two factors, direction and force. 

Harvey introduces a rule that prevents a participant 
from advancing to the next hole unless he or she gets at 
least "par^ on the last one. This “sudden death" structure 
keeps the players from racing through the entire course 
in a single sitting. It also gives the player extra incentive 
to excel, because everyone will want to see all nine 
attractions. 








Cinemaware's TV Sports: 
Football 


Zany Golf is an amusing tribute to one of America's 

favorite leisure sports. It deserves an add-on disk. 
Honorable Mentions 

ТҮ. Sports: Football (Cinemaware for Amiga and ІВМ 
PC) brings the magic of America's most sophisticated 
game creators to the sports arena. This action-strategy 
title presents professional football the way the networks 
broadcast it every Sunday and Monday. 

Lakers os, Celtics (Electronic Arts for Amiga and IBM 
PC) and Magic Johnson's Fast Break (Virgin Mastertronics 
for most computer systems) are the first of an expected 
flood of computer hoop titles. The next batch will have 
to go far to match the quality of these two. The former is 
an action-strategy simulation of the NBA's playoff ladder, 
while the latter is an example of arcade-style basketball. 


Best Computer Action 





Last year, Infogrames won kudos for the excellent 
audio-visual effects in Captain Blood. This time, the 
French-based concern earns top honors for computer 
action with Hostage (Mindscape for Amiga, Apple IGS, 
Atari ST, Commodore 64, Macintosh and IBM PC). This 
threc-stage assault on an embassy seized by terrorists 
should silence critics who categorized French software as 
all sizzle and no steak. 

Hostage isn't quite the visual four de force of Infogrames’ 
aforementioned science-fantasy epic, but its graphics 
definitely rank among the year's best. The colorful play 
screens depict the tense conflict with multiple viewing 
angles and drama-building techniques borrowed from the 
movies. 

The three stages of the game give the computerist the 
Chance to control a six-member S.W.A.T. team on a 
mission to rescue four people captured by terrorists. In 
the first phase, the player must position three marksmen. 
The second covers the descent from the roof and the 
break-in through the embassy windows. The finale 
plunges the player into room-by-room fighting as the 
team hunts for the prisoners and fights the captors. 

Three distinct difficulty settings make Hostage suitable 
for players of all calibers, Even a novice will be able to 
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Mindscape's Gauntlet ТЕ 


complete the rescue at the easiest setting in the first 
couple of tries, yet the top skill level is tough going. 
Honorable Mentions 

Air hockey meets science fiction in Séufflepuct Café 
(Broderbund for Amiga, Macintosh and IBM PC). 
Players contest against some of the meanest-looking 
characters this side of the Мағ Wars cantina sequence. 

Sequels have а bad reputation and, in most cases, 
deservedly so. Too often, they are cynical, money- 
grubbing exercises. Gauntler H (Mindscape for all 
computer systems) is one of the few follow-ups that 
actually surpasses the original. Its additional strategic 
clements, especially the objects the warriors can pick up 
and use, make it absolutely addictive. 

Licence to Kill (Domark for Amiga, Атап ST, 
Commodore and IBM PC) is easily the best electronic 
game ever based on the James Bond character created by 
the late lan Fleming. In this multiphase action- 
adventure based on the movie of the same name, the 
player guides 007 through fast-paced mini-games that 
use planes, helicopters and 18-wheel trucks. 





The most popular category of computer gameware last 
vear was definitely simulators. Flight, naval, tank and 
automotive simulators have a stranglehold on 
computerists' imaginations. Real-time action, the 
immediacy of first-person perspective and fast-paced 
strategizing have proven to be irresistible, 

Publishers haven't been shy about courting this loyal 
and free-spending audience, either. There could have 
been ten Honorable Mentions in this category without 
appreciably lowering the judging standards. 

Like last year, a driving simulator carns Best Computer 
Simulator. The 1988 winner, Jest Dror (Accolade), 
stresses events inside the cockpit, while the top 
simulator of 1989, Vate! (Spectrum Holobyte for IBM 
PC), focuses on the scenery around the vehicle. 

You'll need a УСА card to get the full impact of the 
detailed rendition of the streets of San Francisco, but 
Verte! remains impressive even in the less powerful 
graphics modes. 





Тһе visuals are based on the currently popular 


“polygon fill" technique, but no one has done it better. À 
wealth of detail greets the driver as he roars along the 
roads and boulevards. 

Honorable Mentions 





Dynamix's A10 Tank Killer 


Don Hill's P-5/ Mustang (Bullseye Software for 
Macintosh) puts compu-flyers at the throttle of one of 
the most famous fighter planes in U.S. history. Hill's 
mastery of the Macintosh has never been more evident 
than in this slickly executed design. 

AIO Tank Killer (Dynamix for ІВМ РС) straddles the 
thin line between the combat-simulator and aerial-action 
categories. Superb sound and graphics, a hallmark of 
Dynamix, generate nail-biting excitement as planes 
swoop down on enemy tanks, 

Jet Fighter (Velocity for IBM PC) sets the quality 
standard for combat-jet flight simulators. Its brilliant 
graphics, classic interface and campaign structure stamp 
Moses Ma's creation as king of the unfriendly skies. 





No one can dispute the impact of video games on 
computer software. Most of the year's new computer 
releases have the ease of play, lively action and 
sophisticated animation that gamers demand in a video- 
game cartridge. 


Trends are seldom monolithic. ‘Though action and 
action-strategy currently represent the software 
mainstream, strategy contests haven't dropped 
completely out of sight. There is still plenty of interest in 
the pure brain games that require fast thinking rather 
than fast hands. It is always harder to succeed where 
many before have failed. That's why SimCity (Maxis tor 
Amiga, Atari ST, Macintosh and IBM PC) is one of the 
year's most delightful surprises. Numerous early 
computer simulations offered the chance to run a city, 
but this is the first that presents the situation in a lively, 
engrossing and entertaining format. 

The user becomes the newly elected mayor of a 
simulated city with myriad problems: no people, no roads 
and no buildings. Working within a strict budget, the 
mayor must help a thriving metropolis rise from the dust. 





Improvements don't come easy. À new structure 
doesn't just appear out of thin air. The metropolis builder 
must bulldoze the lot, erect a power plant, enact the 
proper zoning, set tax rates and construct feeder 
highways. As civic expansion continues, simulated 
people begin to move into the empty buildings. If the 
mavor does the job well, the poky little town grows and 
can eventually flower into a major city. 

SimCity comes with simulations of several real cines 
from various historical periods. It even permits users to 
play deity by inducing everything from natural disasters 
and air crashes to an assault by a monster lizard. 

Honorable Mentions 





Software Intl’s Ishido Stones 


Strategic Simulations does more fantasy than war 
games these days, but as long as Gary Gngsby invents 
titles like Overrun (SSI for Apple II and Commodore 64), 
the company’s reputation will stay high with strategists. 
This advanced-level presentation of small-unit modern 
combat has incredible detail and voluminous 
documentation to teach its complex play-mechanics. 

Brad Fregger is at it again. The producer of the much- 
honored Shanghai (Activision) is the guru behind shio 
Stones (Software International for Macintosh). The 
challenge in this abstract contest is to place tiles on the 
board next to others that share at least one visual 
characteristic. This is the kind of program that maintains 
its lustre through hundreeds of hours of play. 

Star F leet ЇЇ (Interstel for IBM PC) flips the situation 
180 degrees, This time, the player commands a Krellan 
battle fleet on a raid into United Galactic Alliance space. 
Once the armchair conqueror pinpoints a planet, the 
game switches to an invasion mode in which the invaders 
battle the inhabitants for every square mile of territory. 





An irresistible blend of mind and body challenge has 
made the action-strategy game the most enduringly 
popular category of computer entertainment. These 
games provide a feast for the senses, a test of hand-eye 
coordination and a rigorous workout for the gray matter. 
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Travel back to a time of sorcery and 
| | magic when the evil Queen Bavmorda 
ruled the land under a reign of terror. 

According to legend, a baby has been 
born who will destroy the heartless 
ruler. But the Queen vows she'll slay the 
child first! 

As Willow, the child's chosen 
protector, you must face the deadly 
challenge of mysterious forests and 
villages while battling the Queen's 
Nockmaar army. In the meantime, your 
fate depends on collecting an arsenal 
of swords, shields and magic for the 
ultimate confrontation with the Queen! 

So prepare yourself for the only action 
fantasy with wicked graphics and play- 
ability. From Capcom U.S.A. 
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Travel through mysterious forests Be on guard for an action- 
and villages; accumulating filled battle with Queen 
weapons and magic. Bavmorda 
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Call or write Capcom U.S.A., Inc. 3303 Scott Blvd. Santa Clara. СА 95054 (408) 727-1665 9 5 ^ 
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Lords of the Rising Sun (Cinemaware for Amiga and 
IBM PC) traces its lineage to the celebrated Defender of 
the Crown, but it is а long way from being a rehash. The 
strategic phase, in which the player seeks to consolidate 
his power in feudal Japan, is reminiscent of the 1987 hit, 
but the individual action games that comprise the bulk of 
the action are wholly fresh and original. 

Particularly impressive is the battle scene in which the 
player views the conflict from a hill at the rear of the 
army and orders movements of the troops below with 
well-timed waves of a control wand. 

It almost goes without saying that the artwork and 
sound are unimpeachable. If Lords of the Rising Зал had 
not been a unanimous choice as Best Action-Strategy 
Game of the year, it would have been a serious 
contender for the top prize in audiovisual effects. 

Honorable Mentions 

Young Paul Norman, the designer of many arcade-style 
computer action games, has grown up. À good indication 
is Navy S.E.A.L. (Cosmi for most computer systems). 
The computerist learns the various skills needed to be a 
member of the Navy's elite force, and then uses these 
skills in four exciting missions. 
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Omega (Origin Systems for IBM PC) is a multi-module 
program that allows the user to design, test and fight 
futuristic cybertanks. As a member of the Organization of 
Strategic Intelligence, the gamer gains access to full 
laboratory and testing facilities in which every phase of 
the cybertank's operation can be controlled and refined. 
Origin plans to sponsor a national competition to find the 
fiercest cybertanks, so it is not farfetched to imagine that 
this intricate program may spawn à subhobby of its own. 






Best Computer Adventure 


'EHEEEER 


The nature of computer adventures has changed 
tremendously in the past two years. Gone are the text- 
only, parser-driven titles, replaced by interactive graphics 
and more-responsive interfaces that let the user enter а 
wide variety of commands without reams of typing, 

This year's outstanding adventure, Manhunter: New 
York (Sierra for Amiga, Atari ST and ІВМ PC), shows 
that the content is mutating nearly as rapidly as the 
structure. The Murry Brothers spin a chilling science- 


52 


Sierra's catalog. Savvy gamers know that's all the 





fiction detective story in which the player is selected by 
aliens to hunt down and neutralize human rebels. 

During the course of the game, however, the naive 
Manhunter learns the invaders’ deepest secrets and must 
make a moral choice: become a pawn of the Pods ог join 
the revolution to cast them out. Part of the beauty of 
Manhunter: New York is that the game fully supports both 
alternatives. Even after choosing one road, most 
computerists will want to play it again, just to see what 
might have been. 

As with all Sierra adventures, the art, music and 
animation are impeccable. Atmospheric illustration and 
the use of cinematic techniques create a near-future city 
packed with menace, mayhem and mystery. 

Honorable Mentions 

The romance and adventure of America's great western 
migration is the inspiration for Gold Rush (Sierra for 
Amiga and IBM PC). The armchair pioneer leaves the 
safety of Brooklyn Heights and goes, by either of two 
arduous routes, to the golden land of California to 
prospect for gold. There aren't any demons and dragons 
in this one, but Gold Rush is as exciting as any title in 
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recommendation any adventure really needs. 

When Bob Jacob imports a design from Europe and 
puts the Cinemaware label on it, bet on something 
mighty special inside the package. The Kristal 
(Cinemaware for Amiga, Atari ST and IBM PC) is a 
lavish science-fiction adventure in which the 
computerist, as lovable rogue Dancis Frake, scours the 
galaxy for the fabled Kristal of Kronos. This sweeping 
saga mixes real-time action and mind-stretching puzzles 
іп a rich interplanetary setting, 

Tops among the 1989 crop of fantasy quests is The 
Magic Candle (Mindcraft for Apple Il, Commodore 64 and 
IBM PC). If the candle burns out, it will unleash a 


demon upon the medieval land of Deruvia. The armchair 


adventurer leads a hand-picked crew through a detailed 
world that includes 54 dungeon levels in the fantasy role- 
playing game. 


Best Computer Game Sound 
& Graphics 

The way a game looks and sounds contributes greatly 
to its impact on the player. Computer programs lack the 
tactile feedback of board games and the kinesthetic 
output of athletes. To engage and hold attention, they 
must therefore work on the senses of sight and hearing, 
The audiovisual effects are not the game per se, but they 
often spell the difference between an enjoyable gaming 
experience and a tedious hour in front of the computer. 

There's nothing humdrum about the visuals and sou nd 
of this year's outstanding program, David Wolf, Secret 





Agent (Dynamix for IBM PC). This programming 
house-turned-publisher outcinemas even Cinemaware 
with this multiphase simulator-adventure. 





Oli њос Airfiel d, 


The group filmed 16 real actors on special sets and 
digitized the footage. They extracted over 400 frames for 
the scenes that bridge the spectacular action sequences, 
as well as using movielike effects to enhance the action. 

David Wolf: Secret Agent includes four impressive action 
games. The player flies a hang glider, drives a sportscar, 
pilots a stealth fighter, and sky dives. All four phases are 
pictured with panoramic views using visuals that virtually 
define the state-of-the-art. 

Honorable Mentions 


Fiendish Freddy's Big Top 0” Fun (Mindscape for ай 
computer systems) is a good-natured arcade-style game 
with a circus theme that would have been fun even with 
oridnary graphics. But Chris Gray has added wonderful 
touches, like the panel of clownish judges, to lift this 
multievent program to greater heights of enjovability. 


Best Coin-op to Home 
Computer Translation 
The popularity of categories has always moved in 
cycles, and all-out action is currently on the rise in the 
home-computer field. The popularity of video games and 
the rebirth of the coin-op center has renewed players’ 
interest in uncompromisingly action-oriented games. 


Continued on page 75 
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NOW YOU 
CAN FIGHT 


ATTACK DOGS, 
MACHINE GUNNERS, 


THUGS, SAMURAI 
AND TANKS. 


ALL IN 
THE PRIVACY OF 


YOUR OWN HOME. 
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Arnold Palmer ! Ghouls ’n Ghosts" Rambo III’ 
Tournament Golf” 


Altered Beast the Sega" arcade hit, comes with the Genesis system. TeleGenesis™ Modem, Power Base Converter" and other games sold separately Sega and Genesis are registered trademarks of Sega of America, 


Inc. Ghouls n Ghosts and Forgotten Worlds are licensed trademarks of Capcom, inc. Rambo Ill & a registered trademark of Carolco International М.У. Thunder Force ll is a trademark of Techno Soft. Zoom! is a 
trademark of Discovery Software International, Inc. Truxton is a copyright of Toaplan Ca, Ltd. Power Base Converter, TeleGenesis and all other game titles are trademarks of Sega of America, Inc 








E OF SHI 


You know Shinobi as the classic Sega arcade hit. Well, Genesis is 
bringing it home. But we didnt stop there. 

We added new action. And new levels. New challenges. And 
better graphics and gameplay. More flashing samurai swords, more 
ninja magic blasting across the screen. In short, we made it a 
sequel. The Revenge of Shinobi. 

But then youd expect that from Sega. The master of arcade 
entertainment. With the best and fastest growing library yet. 

Arcade classics like Altered Beast. lodays blockbuster hits, like 
Golden Axe. Sports games like Tommy Lasorda Baseball. Action 
games like Last Battle. And soon, simulation and role playing 
games like the long-awaited Phantasy Star Il. 

This is just the beginning. With the Power Base Converter, you 
can play all the great Sega Master System" games. Next you Il be 
able to play against friends across town or in other cities with the 
TeleGenesis games and modem. 
^ A.new dimension in gameplay. With high definition graphics and 

stereo sound. Its Genesis. Or nothing. 

















World Super Thunder Tommy Lasorda 
Championship Baseball" 
Soccer" 


Forgotten 
Worlds 


eleGeness Modem and Games: These products are planned for future availability, and are sokd separately Each player needs а Geness console, WeleCsenesis modem and TleleGenesis game cartridge to play 
HEY Sega of America, Inc. PO. Box 267 South San Francisco, 


CIRCLE #125 ON READER SERVICE CARD 





Yea & Nay із ап inside 
look at the high and low 
points in the electronic- 
game industry. It's an 
opportunity for the compa- 
nies that decide what 
games we'll be playing to 
be patted on the back or 
slammed to the mat for 
what they do. 

If you want to give 
credit where credit is 
due—whether the compa- 
ny belongs in the Hall of 
Fame or the Hall of 
Shame—send your opin- 
ions to wVvG&cre, 9171 
Wilshire Bivd., Suite 300, 
Beverly Hills, CA 90210, 
Attn: Yea & Nay. Let's hear 


NAY 
The voace offices are filled 
with software of all 
types, but we're 
disheartened by the 
quantity of repetition in 
theme and appearance. We realize that 
many formulas work and that many 
players like certain genres, but there are 
far too many clones appearing on store 
shelves. For example, far too many 
games involve the kidnapping of a loved 
one or royal-family member. And how 
many times have you seen basic scrolling 
shoot-'em-ups? 
We hope that this situation will change 
through innovative game concepts and 
design. While sitting down to a basic 





how you feel! 


YEA 

Charity isn't as 
common as it used to 
be, but occasionally 
someone goes out of 

| their way to 

ж lend а 
¬ helping 

Î hand. That's 
| certainly the 
case with Capcom's 
Children’s Corner, 
which is being created 
at various California 
hospitals (see News Bits, 
page 22, December 
1989). Capcom is 





donating NESes, TV 
monitors and software 
in an effort to make 
hospital stays more 
comfortable for 
children. 

VG&CE applauds this 
generous decision. Most 
of us know how hard it 
is to spend time in a 
hospital, especially for 
young children. 
Capcom's plan will 
certainly lighten up 
kids’ hospital visits and 
maybe even assist in 
their rehabilitation. 
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blastathon can be nice, it’s even better to 
pike. Let's go, developers—put on your 
thinking caps! 





YEA 


While we're discussing the exploits of Capcom's efforts to help kids in hospitals, 







let's also recognize the few companies that are creating games with the 

| ! youngster in mind. We want to congratulate companies like Capcom 
(Mickey Mousecapade and Duck Tales). Kemco/Seika (Bugs Bunny “Crazy Castle "), 

Сатаетек (Fisher Price-sponsored games) қ | 





and Hi-Tech Expressions (Sesame Street 1 2 3 | 
and Sesame Street A B C) for ignoring the 
financial risks by bringing out games that are 
geared for preteens. With most software 
being developed with the male teenager as 
the target audience, "kidsware" is rare. We 
thank you—and our kids thank you! 


NAY 


Nintendo raced to bring their Game Boy out well before Christmas and in 
time to beat the Atari Lynx to the store shelves. Unfortunately, new cartridges 
for the Game Boy were nonexistent for months following the machine's 
release. Sure, Nintendo started with a good mix of titles—Baseball and Tennis 
for sports fans, Super Mario Land and Alleyway for arcade-game lovers and 


Tetris for strategists—but, as with any system, a new flow of 
software is needed to keep the player satisfied. This is particularly 
the case with Game Boy cartridges, which are limited in memory 
and therefore aren't likely to have the long-term playability that 
their NES-relative cartridges have. 

We understand the enormous undertaking involved in starting a new 
product line, but we wish that Nintendo had planned better instead of just 
bringing Game Boy to market in time for the holiday toy-buying season, then 
leaving the player in the lurch for new games to play. 





VG&CE * FEBRUARY 199! 


WithThe Nintendo Double Playe 
Wireless Head-to-Head System From Acclaim. 








Playing games on the Nintendo Entertainment System® will never be the same 
with Acclaim's new DOUBLE PLAYER" System —the two player set of wire- 


controllers that really gives you and a friend the power to move when 


playing your favorite video games — especially games with head-to-head, 


2-player acti n: 

Officially approved by Nintendo" the DOUBLE PLAYER™ System scores 
BIG with score кыне foc tures ике twin turbo rapid-fire, slow-motion, and 
uracy from up to Av: away. Get the winning edge. 


in-point ассиг 
[НЕ HEAD-TO-HEAD W | RELESS winni nge dge! 


T "for use with е AKI 
(Nintendo) Jim 


GD J entertainment inc 


X haee Master of те eGame 
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lllustration by Cathy Kostreba 


Spot lllustration by Sean Gallimore 
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AREA 1 I like field thunder and power wave for 
The first major encounter in the game are these pods. Make sure weapons. The field thunder is very powerful 
your craft speed is at maximum (use SELECT so that four marks and nearly always kills on contact. Power 
appear in the upper left of the screen) so that you may avoid the wave constantly bombards enemies and, 
bullets easier. Perfect timing while releasing one bomb will wipe when built up with power gel, spreads its 
out all or most of the pods. However, if you want to save your beams over a wide area. In Area 1, when 
bombs, shooting will destroy them. using field thunder, fly near the top of the 


screen to wipe out enemies just as they 
appear on the screen. When a capsule 
appears on the screen that rotates from one 
weapon to another, it will eventually turn 

* into a solid ball and drift up to the top of 
the screen. Grab it and you will get another 
ship. — 


+114310 
IIl 


Ба рт а 
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| 
Collecting опе multibody capsule gives you another source to 
shoot from that mimics the movements of your ship. Up to two 
multibodies are available to you and appear with a bluish tint. 
Additional capsules turn the multibodies green and give them 
more power. 





| Ae а в 
«А» as 4 4% 4 
Destroying TriClops is easy if you use both multibodies available to you and field thunder, Try not 
to get hit (wow, that's a thought!), because it's helpful to go into the next area packed with full 
power. 





AREA 2 


The best weapon 
in Area 2 is 


ы Жы Multibodies 
probably | help 
power маме. It's ` tremendously 


important to have 
shields inthis „+ 
level, as you will 
take on hits. 


here, but get 
. shields first 
іа so you have 
both. 





Background by Sean Gallimore 
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The gun pods on the bottom of 
the space platform should be 
taken out first as you approach 


Sc 
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Homing missiles come in 
handy in this level also, 
however, make sure you have 
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Sweep back and forth to blow 
away objects as they come 
onto the screen. 


them. There is one in each 
corner. 


shields. 


"243450 | ud 7x 

Eos i { id 3 „>>> ۱ 
Ж Si 

d | | à; 





А т NE м 


Sweeping here with It's important to go after the gun pods on the platform 
multibodies will clean things grid. Using ring blaster is an excellent defense against 
up quickly. the guns. The ring surrounding your ship absorbs the 


bullets and also destroys enemy ships. You'll need to 
collect the full number of gels to boost the ring to high 
speed, but it’s your best defense against the bullets in 
any of the games levels. 





The gun pods are guarded heavily here. Field thunder works best to toast ‘em and then 
destroy the large pods that break loose. Stay close to the bottom of the screen. 
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When the pods are destroyed, The Gatling Gun is easy to destroy. Use 
gels are released. Be careful full speed (SELECT button), and just take 
here, as bullets are usually your time and avoid its fire while shooting 
near them. away. 


P ұмыс 


fe d 


T m You are now clear 
vey . ZO of the platform and 
E. Ay heading toward 
^L yh? your rendezvous 


ER with Big Borg. 
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Use field thunder or power wave. With at least а few gels 
collected, you can hit Big Borg while your ship is off to one 
side, away from the beam it fires. You won't need to be directly 
under the enemy ship to destroy it. Go get 'em! 


part так Ұр ق‎ 


4444 
LI 


j^ 


mr B й Жл 


Mister Twister is instant 
death to your ship. Get 
him as soon as he 
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These cubes block your 
shots. Use your weapons, 
to clear them out as 
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The trick to this level is to 
keep moving. 





Blast through these quickly 
too. 


- 


quickly as possible. 
There are many gels in 
this level, so collect as 
many as you can. 


appears. 
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Clear more blocks. Objects 
that come down from the top 
of the screen will not be hit 
unless the blocks are cleared 
or the objects get very close. 


Keep those shields charged! 
Watch for Mister Twister 
again. 
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Full fire is good here, but be careful. When too many objects appear on the screen, full fire will miss some 
and endanger your ship. 
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Full fire is excellent for Bombs away! Learn to use Tarax the Great. He sends out 
destroying the orbiting bombs sparingly. | use one as а great quantity of little 
disks, which normally are а panic button when things spiders. With powerful 
difficult to destroy. get nasty. They usually will weapons or missiles he is 


obliterate everything (except fairly easy to destroy. 
level bosses). 
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I like using field thunder (built up with 
gels) on him. Save your bombs. 
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AREA 4 
This is one of the fastest Use the power. wave in this Jevel! It is by far the best 
moving levels in the game. weapon. Build it up to wide beam by collecting gels. 
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Collect gels to increase „and use multibodies for The wide paktara € 
shield strength... extra fire power. power wave helps clear 


objects on the sides. 
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Kcep your multibodies spread out to wipe 
out the eyes that attack you. 
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The Space Prowler throws out green parasites that try to hit 
your ship. Homing missiles come in handy here. Also, keep 


moving off to the side so your ship won't get hit. 
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After destroying the lower half of Space Prowler, the top half 
must be fought. It moves towards the bottom of the screen, 


so avoid it. It can be killed quickly. 





AREA 5 
This level is pretty tough. 
Be careful which weapons 
you choose. 


1 go for field thunder. 
Ignore the power-wave 
capsules and do not get the 
full-fire capsule. 





Аз you proceed, blow off the 
tops of the small and large 
pyramids. Also destroy the 
fire towers immediately as 
they appear. 





Multibodies are a major help When you 


encounter all these 


in this level—but keep those pyramids...nuke ‘em! (Use your bombs.) 


shields up! 
them all. 





One or two centralized blasts will get 





If you miss blowing off the top of a 
large pyramid, you'll face a myriad 
of missiles. Either shoot them or 
nuke them. 
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The “Easter Island” heads (which seem Ring blaster is good here. The rings absorb the bullets and 
to be in every space game from Japan) with full-fire rings they will wipe out everything in their path 
present the most difficult part of Area 5. аз they proceed toward the top of the screen. 





Go for the pyramids. Get Demon Rock is an unbeatable 
those shield capsules! shell that contains a two- 
headed dragon. 





Avoid the rock. When it opens, blast the dragon! The globes 
it sends after you must be avoided, as they cannot be 
destroyed. 





Demon Rock isn't that tough, 
is it? 


Next month we'll 
finish with the four 
hardest levels, 6 
through 9. 

See you then! 
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Outrageous. martial 
arts moves like the 
“Cyclone cid Kick”! ` 











Nine larger than 
_ life missions! 
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THE ARCADE SMASH 


CIRCLE #118 ON READER SERVICE CARD. 
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KNIGHT —— | 


MISSION: Retrieve top se secret 

weaponry stolen by 

terrorists. (a, = ==: | 

VEHICLE: KITT, the “ TB = 

Knight 2000 supercar. [ке 

WEAPONS: High-impact missiles, 
qum Machine guns, Reflex 

i! lasers. 
КЕЛЕЙ —| SPECIAL FEATURES: 
ы, Continue mode, Protective 
shields, Turbo boosters. 


KNIGHT ETT 
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The Ultimate 
Driving Game! | 





MISSION: Rescue American 
prisoners. 
VEHICLE: Airwolf, 
the Mach 1 jetcopter. 
WEAPONS: 33 mm 
Machine guns and Copper- 

head missiles. 

SPECIAL FEATURES: 
Fully functional cockpit, 

/ Onboard computer. 





- the 
State-of-the-Art 
Flying Weapon! 
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Going For the Dragons 
A Player's Guide to Wonder Boy III, Part е 


by Clayton Walnum 





Illustration by.Alan Hünte! 
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AREA 1, STRIP 1 


This way to Area B, Strip 1. 


As Mouse Man, you'll be able to 
crawl over this obstacle. 





You'll find a shop behind this 
door. 


AREA 8, STRIP 2 


This way to Area B, Strip 3. 


Іп this area, the hovering smogs 
drop fire that can slide along 
the ground. If the fire hits you, 

it'll do serious damage. To avoid 
being hit, when a flame starts 
to catch up to you, turn and 
block it with your shield. If 
you're using a strong enough 
shield, you should remain 
unhurt. 


AREA 8, STRIP 4 
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This way to Area B, Strip 5. 


These walls will slow you down 
a little, but a single swing of 
your sword will defeat any of 
the sparks. 
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This way to Area В, Strip 2. 





AREA 8, STRIP 1 





When there are several fuzzballs 
in a row, you need to jump as 
early as possible in order to 
leave enough time to jump over 
the others before you hit them. 





This way to Area 8, Strip 1. 


The skeletons and bats in this 
area are easy to beat. 
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AREA 8, STRIP 6 


This way to Area 8, Strip 7. 





This way to Area 8, Strip 4. 
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You have to keep moving or the 
hovering smog will drop flame 
on you. 










= 


This way to Area 1, Strip 1. 


! It's possible to destroy the 
furzballs, but it takes so many 


shots that it's rarely worth the 
trouble. Just jump over them. 


This way to Area В, Strip 2. 


| AREA 8, STRIP 3 / 
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| ~ This way to Area B, Strip 4. Avoiding t the giant toads is 'I find another i 

| easy. Just keep running and Here you'll find another shop. 
they'll jump right over you. But 

don't slow down! 


| Transporter rooms allow you to 
| get back to the village quickly. 





AREA 8, STRIP 5 
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This way to Area B, Strip 3. 





This way to Area В, Strip 6. 
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This area із has а few more This way to Area В, Strip 5. 
walls to slow you down, but it's 


still easy to get by. 
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AREA 8, STRIP 7 


To land on the blocks in front of Make sure you defeat this wil- | 
the castie door, you must jump low wisp. He has the key for the AREA 8, 


from a fairly high position. castie. THE MAZE 


Тһе skeletons here have loose 





Once you land in front of tha heads that can attack 
door, enter immediately. If you / separately from the body. 
don't, the willow wisp will Watch out! 






knock you off the platform, and 
you'll have to try again. This is 
the entrance to Area B's maze. 
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This well leads down to Area 2. This area is accessible to Hawk Hawk Man can fly right across 






Man, who can fly up through | 
Make sure you check behind the opening found below in this gap and get to the rest of 
this door. Area 2. Area 1. 
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There's more surprises behind At the bottom of this cliff, 
this door. you'll find Area 3. 
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А treasure chest waits for you 
beyond this door. 
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These transforming machines 
will let you change from one 
creature to another. 
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The Cyclopes take а few hits to next strike. Н you don't give 
defeat. Each time you hit one, them a chance to recover, they 


қ | quickly move forward for your won't get a chance to throw 
AREA 9, STRIP 1 an 





These giant toads сап do a lot of | they stop jumping. Then quickly hit them again. Depending upon 


This way to Area 5. damage if you don't have good, run up and hit them. Each time the strength of the sword you're 
strong armor. To defeat the they get hit, they'll stay stunned using, it may take four or five 
toads, stay out of their way until for a moment, giving you time to hits to kill them—with a strong 


AREA 9, STRIP 2 





This way to Area 9, Strip 1. You may find it easier to don If you have a strong enough 
| your dragon mail and make your sword, you can defeat the air 
way past these areas by walk- giants with one swing. 


ing through the lava. That way 
you avoid having to fight the air 
giants. 


AREA 9, STRIP 4 
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This way to Area 9, Fn 3. In this hut you'll find a shop. 
There's also a nurse who'll 


restore your life points. 





AREA 9, STRIP 5 
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This way to Area 9, Strip 4. 


You'll never make it past this 
huge lava pit unless you are 
wearing the dragon mail (or 
you're Lizard Man). Even with 
the right equipment, this area 
will be a challenge. If you find 
that the skeletons kill you too 
easily, you may not be strong 
enough yet. 





This way to Area 9, Strip 5. 


| This way to Area 9, Strip 2. 


You'll find much more excite- 
ment in Areas 17 and 18. 











_ This way to Area 9, Strip З. 


AREA 9, STRIP 3 This way to Area 9, Strip 4. 
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l | Once again, the easiest way 
This way to Area 9, Strip 2. this ptas 
through the lava. Just make 
sure you have your dragon mail 
on. 





— This way to Area 9, Strip 5. 
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The thunder sword can be 
found in the tower at the end of 
Area 9. 
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іп this tower (Area 10, not 

shown), you'll find lots of nice 
— This way to Area 9, Strip 6. surprises, including the thunder 

sword (hurray!) and a trans- 
former machine that'll let you 
switch to different forms. 
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If you have a sturdy shield, you 
can easily block the goblin's 
arrows. Otherwise, you should 
jump over the arrows. As with 
the previous strip in this level, 
| if you find yourself dying too 

| easily here, you're probably not 75 
|] yet strong enough. 
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Use the thunder sword to cut‏ ا یلا 
I3— through these four blocks and‏ 
“иш thus gain entrance to Area 10.‏ 
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Behind this door is а nurse 
that'll heal | you. 
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Неге you'll find another heart 
that'll extend your life line. 


This way to Area 11. 


AREA 14 
Drop down here, and you'll find 
a door. 


This well will give you access to 
Area 17 (not shown]. 
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This well lends € to a door behind 
which is a transporter that'll 
return you to Area 1. 


life line. 

Jump down this well, and you'll 

come springing up high into the 

air. This makes it easy to hit the 

block with the thunder sword, 

or, as Mouse Man, stick to the 

ceiling in order to walk across 

to any of the wells. 


This door will bring you to the 
door in the upper right of this 
photo. 





Behind this door is a transporter 
that'll return you to Area 1. 


This way to Area 17 (mot 
shown). 
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This block contains a key. Hit it 
with the thunder sword and 
you'll be given a doorway into 
another shop. 


Lion Man can cut through these 
blocks and thus make it into 
Area 16 (not shown), where 

he'll find a heart to add to his 
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This is the entrance to the 
upside-down, sunken pirate ship 
(Area 13, not shown). After 
fighting past several hallways 
filled with creatures, you'll get 
to the Captain Dragon. 
Unfortunately, we couldn't fig- 
ure out how to defeat the 
Captain Dragon—even Sega 
couldn't help us. We tried every 
combination of equipment we 
could think of, but never even 
gave him a scratch. If any of 
you have the answer, please 
write us and let us know. Maybe 
we'll even publish your letter! 


This well leads to Area 1. To get 
here, you must use the thunder 
sword to cut though the block 
bridge to the left of the tower. 


This door will bring you to the 
area where the magical saber is 


Use the thunder saber to cut 
through all these blocks, then 
walk across the ceiling to the 
single block below. Hit this 
block with the thunder saber, 
and you'll find the key to the 
room containing the magical 
saber. 
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These problems are usually created by the 
dust which sits on the contacts of the 
cartridge, or the system control unit which, 
in turn prevents the proper contact between 
the two. 
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Now available in 2 complete kits to suit 
your needs: 
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ponte ن‎ vs Макі Industries t to 
maintain and clean both game 
cartridges and the system 
control unit. 


Includes: 

> Eliminator "yetem Cleaner 
» 3 Cleaning Swabs 

> 7 1 Cleaning 4 Solution 
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Designed by Naki Industries to 
clean game cartridges only. 


Includes: 
> 6 Cleaning Sv 
1 Cleaning Solution 
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continued from page 52 
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Аза result, the number of com-op-to-home-computer 
conversions is at a three-year high, and more are on the 
wav for 1990, Publishers are careful to pick titles that 
stress timing, angles and on-the-fly planning, because the 
dulled reflexes of the typical thirtysomething computerist 
often can't cope with some of the superspeed shoot-outs 
that arcade aces love so much. 

The roots of Arkanoid (Discovery and Taito for Amiga, 
Atari ST, Commodore-64, Macintosh and IBM PC) can 
be traced back to the classic Areatour. It builds on the 
original with lots of additional play elements and a 
compendium of diverse and challenging plas fields. The 
coin-op was an addictive action-strategy triumph, and the 
home versions arc every bit as colorful and exciting, 

Besides the multiple screens, the most important 
innovations in Arkanoid are the tokens that drop from 
certain bricks after the ball destroys them. By capturing 
one or more of these, the gamer endows the on-screen 
paddle with special powers. Canny utilization of abilities 
like rapid fire, the enlarged paddle and speed retarder 
make it possible to clear some playfields that would 
otherwise be nearly impossible to clear. 

irtanoid |І has now reached market and, if anything, 15 
even better, The judges decided, however, that it was 
unfair to salute the sequel without honoring the original. 
Action gamers are guaranteed to want them both. 

Honorable Mentions 

Len Syndrome (Sega for Атап ST, Amiga, Commodore 
64 and IBM PC) is more cerebral than most of the Sega 
coin-op translations. It's a sophisticated maze chase in 
which users move through high-tech labs while being 
pursued by several fairly disgusting alien lifeforms. 

Shinobi (Sega for Атап ST, Amiga, Commodore 64 and 
IBM PC) is a scrolling action contest that casts the player 
as master ninja Joe Musashi. The deadly fighter must 





Sega's Alien Syndrome 


advance, rescuing hostages and defeating the army of 
evil assassins guarding them. Іп а year in which few 
excellent games appeared for the C-64, the brilliant 
Commodore edition is especially welcome. 

From movie to coin-op to computer game, KoboCop 
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(Data East for Commodore 64 and IBM PC) continues to 
glisten. The home-computer version, by Ocean Software, 
faithfully reproduces the arcade 5 scrolling action as 
cyborg Officer Murphy fights crime in a future Detroit. 


of view. It ingeniously recycles a classic play-mechanic 
while breaking new technological ground. 


BEST ARCADE GAMES OF THE YEAR 


Though publishers, as previously mentioned, generally 
stuck with the tried-and-true, 1989 did see some notable 
breakthroughs. If there were fewer such landmarks than 
іп 1988 or 1987, the ones that did premiere are no less 


fresh and exciting than previous years’ winners. 

Where in the world is Andrew Greenberg? Gamers 
have been asking that question since 1981, when he 
shook the gaming world by co-authoring Wraardry (Sir- 
Tech) and then faded into anonymity. Andy proves he's 
more than a one-shot wonder with the first title from his 
own company, Star Saga One (Masterplay for ІВМ PC). 

The only word that fits this multiplayer science-fiction 
role-playing simulation is “awesome.” One to six 
participants can explore and interact in one of the largest 
game universes ever put on disk. 

A computerized gamesmaster keeps the pot boiling as 
the six characters, each fully claborated on in special 
booklets included with the game, pursue their 
various—and often contradictory—goals in this hybnd 
board for computer game. 

Any brief description can only hint at the stupendous 
craftsmanship that went into the design of this amazing 
product. The only way to truly gauge the magnitude of 
Greenberg s achievement is to assume one of the six 
identities and starting living it. 

Honorable Mentions 

Modem Wars (Electronic Arts for Commodore 64 and 
IBM PC) is the latest from one of the most consistently 
creative designers іп the home-computer field, Dan 
Bunten. This cross between war and football is the most 
enjoyable and playable contest yet published for direct 
play over telecommunication equipment. 

Beyond the Black Hole (Software Toolworks tor 
Commodore 64 and IBM PC) takes Pong into outer 
space. More importantly, this action contest adds an 





amazing 3-D effect that works with or without special 
glasses and many physical puzzles. Beyond the Black Hole 
is innovative from both a programming and design point 
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Atari's STUN. Runner takes the award for top dog in 


Electronic Arts’ Modem Wars 


the arcade category by virture of being not only the most 
exciting, but most addictive of all the games. Put yourself 


at the controls of a 21st-century version of today’s racing 
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car, the S. Т.М. Runner. Your task is to pilot this billion- 
dollar marvel through a variety of terrains and obstacle 
courses in timed heats. Straddling the game like a racing 
motorcycle, vou rocket through landscapes at over 900 
mph. Besides gathering speed points, vou must destroy 
moving targets and roadblocks with vour laser guns or 
“shockwave” cannon. STUN, Runner, with its smooth 
polygon-generated 3-І) graphics is not for the weak of 
heart or slow of reflex. А definite groundbreaker. 


Most Innovative 
Arcade Game 





Planet of the Robot Monsters is one ot the most humorous 
and original arcade offerings to come along in some time. 
Take command of your choice of heroes as they blast 
their way through a maze of robots and biomechanical 
bosses to save Earth. Your destination is the artificial 
asteroid Planet X, sewed by the evil, zombie-making 
Reptilons. If you don't blunt the Reptilon invasion force, 
their next stop may be your downtown mall! With 
graphics designed to emulate those cheesy rocket operas 
of days gone by, Escape 15 a little mini-movie all by itself. 
Lots of exciting gameplay, backed up by top-notch 
animation and varied scenarios, makes Escape a game to 
play again and again. 


Best Driving Simulator 
Who out there hasn't wished for the chance to take /ш/ 
one lap in а high-performance racing machine? The roar of 
the engine, the squeal of rubber on pavement, passing car 

upon car as you blast down the road? Sigh.... Well, for a 
lew quarters and a few 
minutes of your time, Atari's 
Hard Drivin’ 15 glad to oblige. 
This driving simulation offers 
you uncanny realism and 
driving thrills as vou power 
your way through crowded 
roads or death-defying stunt 
tracks. Graphic design is 
excellent, as are the actual 
ergonomics of the game 
machine itself. Watch out, 
Main Proust! 


Best Flying 
Game 

We were quite smitten by 
the exciting Маайа by 
Namco. Picture yourself 
behind the suck of the 
Metalhawk, an ultra- 
sophisticated attack 
helicopter, as you strike deep 
behind enemy lines and 
become the envy of your 
fellow gamers. The graphics 
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on Медіа are remarkable, allowing you to bank, zoom 
and climb with breathless grace and speed. This is the 
first game to "zoom in” with you as you dive or climb, 
creating a realistic feeling of chopper combat and giving 
vou that little extra thrill for your money. The attack 
scenarios are also detailed above and beyond the average 
call of duty, 





Although most games are plaved solo against the 
computer, it’s always fun to enlist the aid of a few friends 
to vanquish a pixelated foe now and again. Konami's 
Crime Fighter is the best example we've seen of the kick- 
punch genre and a darn fun game to play with your 
frends as well. Venture into the dank subways 
of an unnamed metropolis in search of kidnap 
victims, and sharpen your martial-arts skills on the villian's 
henchmen. The variety of characterization in this game is 
its strongest point, pitting you against a rogue 5 gallery of 
hoods that is both funny and challenging. The teamwork 
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aspect of Crime Fighter comes into play in later levels, 


providing you with unmatched excitement and a feeling of 





satistaction—as well as some beads of sweat on vour 
brow—when топ те done. 


Best Combat Game 

Among the myriad combat simulators and blow-'em-ups 
released this year, Fabtek s Dymamue Dude rises head and 
shoulders above the rest. Таке command of the cyborgian 
Duke on his quest for revenge against the scientists that 
made him what he is today —a bionic weapon. T he actual 
gameplay of Dude is enthralling, giving you plenty of 
worthy adversaries to butt up against on all levels and 
great background graphics to boot. You also see the action 
through а unique viewpoint: a hole in Duke s back. Use 
the fabled "Dynamite Punch" to get vou through some of 
the game's tougher sections and enemies, Pow! This is 
another game that earns its laurels by having a great 
concept, a great sense of humor and a hero that looks like 


a big surfer dude. 


Best Sports Simulator 
(Futuristic) 
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Want a little variety in your video sports? Try Atar?5 
Cyherhall 2072 on for size. The усаг is 2072, and the game 
of football as we know it is very, very different. Gone are 
the Joe Montanas and Boomer Esiasons and Herschel 
Walkers. In their p 
tech machines programmed to sack each other and toss а 





ace on the gridiron are robors—high- 


titanium pigskin, Game graphics are smooth and detailed, 
and the characterizations for che jet-powered jocks are 
priceless! ‘The level of play complexity is somewhat off- 
putting for the beginner, but Cyrdan 2072 15 a 
consummate simulation game that grows better each time 


you play. » 
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CATCH ЇТ!... 
ІР YoU CAN! 


ABC's Monday Night Football 
Like You've Never Seen 
Before! = 
Powerhouse shotguns. Unexpected 
fumbles, on-side kicks, awesome 

blitzes and some of the most 


incredible touchdown runs you'll 
ever make. 


YOU set the formations and YOU 

call the plays. Select from over 40 
preset playscreens or, create your 
own plays. And, the digitized sound 
technology gives you Frank Gifford's 
actual voice announcing your most 









awesome moves. 

But, whatever you do - don't be left 

on the bench when ABC's 

Monday Night Football 

kicks off. -. 


AVAILABLE NOW FOR ТНЕІВМ-РС/СОМР, 
AND COMM — | 
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Bee e SOOM Ж. Free Interactive Demo 
Buy a Sony” ten-pack of 3.5" floppies and receive a — 
EE interactive demo of ABC's y Night Football 
software game. 


Demo includes a special “SONY SPORTBOOK" which gives you 
additional plays to use with the complete ABC's Monday Night 
Football game. Available only through SONY and Data East MVP 
Sports. 


Free USA Today Sportsware 
Get a FREE bonus worth more than $50 from USA Today Sports 
Center. With every purchase of ABC's Monday Night Football game, 
you'll receive FREE: — 
* USA Today Sports Center membership А | 
• Sportsware - communications software — 1 
• Online time to the USA Today sports — 
information network. 






1989 Data East USA, inc ABC's Monday Night Football is a registered trademark of ABC Sports, inc. Data East MVP Sports is а trademark of 
ast USA Inc ІВМ is aregistered trademark of International Business Machines Commodore 64 is a registered trademark of Commodore 
Business Machines. Inc Sony is a registered trademark of Sony Corporation. USA Today Sports Center's a registered trademark of Gannett New 
Media Soortsware 15 a req stared trademark of USA Today Sports Centar 






CIRCLE #127 ON READER SERVICE CARD. 


new under the sun" today. Imita- 

tions and repetition seem to be 
the order of the day in almost all 
forms of entertainment. Look at the 
movie section of your local newspaper 
if you need any further proof. Sequels, 
"pre-quels" and redux items are all 
the rage, and the line between who's 
who and what's what gets fuzzier 
every day. 

Fortunately, not everyone is follow- 
ing the trend toward imitation these 
days. Witness an exciting new break- 
through in the concept of arcade gam- 
ing, spearheaded by L.A.-based coin- 
op distributor United Amusements 
and aided by NEC (manufacturer of 
the TurboGrafx-16 home system). 

Sound unusual? Those familiar 
with the politics of home-vs.-arcade 
gaming will find it even more so. 
Arcade owners and machine distribu- 
tors have regarded the burgeoning 
home market as a'threat to their sales 
and damaging to their market stand- 
ing. Traditionally, even companies 
with home- and arcade-gaming divi- 
sions found themselves at odds inter- 
nally over the same issues. 

However, this may all change with 
the introduction of United Amuse- 
ments' new TurboGrafx-16-based 
"TurboCard" system, which employs 
the best of both worlds. By combining 
the arcade "stand up" cabinets with 
the NEC internals and interchangeable 
game cards, this new machine promis- 
es to take arcade gaming into the '90s 
in style. 


4 Гв been said that there's "nothing 


After making the short drive from 
the veace offices, | was greeted at the 
Los Angeles offices of United Amuse- 
ments by President John Hibbs and 
his partner, Bob Ірѕоп. Both men were 
friendly and eager to tell me about 
their newest product for the arcade 
operator. 

Hibbs is no stranger to the video- 
game industry. His company has been 
a leading distributor of arcade prod- 
ucts for many years. Hibbs has seen a 
number of companies try to market 
"new" arcade systems before and all 
with the same result. Companies, he 
feels, must have a secure "hardware 
foundation" before they can consider 
tackling the arduous task of bringing a 
new product to fruition. NEC, he feels, 
is just such a company. Hardware 
problems, costs and dealer support 
must all factor into any product 
launch. A dedication to engineering 
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Coin-Op 
Goes "Turbo": 
Bridging the Gap 
Between Home 
and Arcade 
by Patrick J. Kelley 


excellence is just half the battle. 

"United Amusements is taking a 
leadership role in the fight to merge 
classic gaming with today's 
advances," Hibbs began as we dis- 
cussed UA's future plans over coffee. 
"We have to convince arcade opera- 
tors that we're not the enemy, but are 
in fact an important ally." 

Studying the components that make 
up the heart of the new system, I’m 
amazed at how compact and well engi- 
neered they are. The internals are 
mostly NEC's PC Engine parts, modi- 
fied to fit the arcade format that the 
coin-op machines must operate under. 
The data card that holds the game's 
EPROM (erasable programmable read- 
only memory) "brain" is small and 
well laid out. The entire unit, which fits 
on a metal card no bigger than 7 by 12 
inches, is offered to arcade operators 
in kit form, at a cost of $900 per unit. 

(The standard kit includes the afore- 
mentioned data cards and PC Engine 
internals; a one-player control panel, 
fully assembled with Lexan protective 
sheet; all wiring harnesses; a 24-by-24- 
inch, smoked-monitor Plexi-piece; a 
title sign and a marquis sign.) 


An entire machine can be convert- 
ed to the United Amusements format 
in a little under two hours and using 
existing arcade cabinetry. The initial 
investment in the "guts" of the system 
is the only major cost operators must 
incur. Changes in game software are 
made quickly and easily, requiring 
only the "snap-out-and-snap-in" 
method to change the 
TurboCards—simple as punching up 
your favorite game at home! In fact, at 
the recent AMOA show, the quickest 
time to convert from one game to 
another in a contest held by UA was a 
mere 33 seconds. This included not 
only the changing of game cards, but 
also the attract panel and other art- 
work too. 

The sheer difference in size alone 
from conventional arcade components 
is staggering. The UA board is less 
than half the size of its contemporaries 
and uses fewer chips. The standard- 
sized arcade board is almost one foot 
square. (In case you're wondering, the 
game cards from your home NEC are 
not compatible in this format. The 
arcade design must be obtained 
directly from UA at a cost of between 
$100 and $200 each.) 

A tour around the plant was the 
next order of the day. Hibbs and | 
walked through the operation, stop- 
ping to chat briefly with some of the 
people who work behind the scenes to 
make UA tick. In the lobby, various 
monitor screens and video-game con- 
soles display such games as Blazing 
Lazers, Keith Courage in Alpha Zones 
and Alien Crush. 

In another part of the plant, various 
technicians are testing and performing 
minor repairs on damaged kits (no 
major assembly of the components is 
performed at their site). The working 
areas are bright and clean, maintain- 
ing an atmosphere of efficiency. In the 
shipping department, the kits are pre- 
pared for shipment to their divergent 
destinations, packed away in tidy silk- 
screened boxes, each bearing the NEC 
TurboGrafx-16 logo. 

Everyone, including the support 
staff, had an air of purpose about 
them and seemed to mesh well 
together. Hibbs showed me the unit 
and its cabinetry in various stages of 
completion. Construction quality is 
high, and fit and finish on the units is 
some of the best l've seen. 


І marveled at just how economical 
this could be for the average arcade 
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operator, but Hibbs explained that 
some operators are still reluctant to go 
with this new system—afraid to spend 
money on a revolutionary but untried 
venture. 

"There's a certain amount of сүпі- 
cism still out there among the ‘old 
timers’ in this industry toward this 
type of format,” he laughed. "It's just 
a resistance to change in an industry 
that has, for the past 50 years or so, 
remained pretty much the same. The 
general feeling among some is that, 
"We know the software industry better 
than you [Hibbs] do.'" When pressed 
on this point, Hibbs explained that 
some of the arcade businesses have 
been small-scale "Mom and Pop" 
institutions for the better part of three 
generations and as such are more 
than a little set in their ways. 

Hibbs also commented on the 
dichotomy that currently exists 
between the styles in the video-gam- 
ing business. Traditional arcade own- 
ers tend to be generally more grass 
roots in approach, while those compa- 
nies that market primarily to the home 
market are more "high tech in 
approach, generally faster to move 
and more amenable to changes." 
Unfortunately, the animosity and rival- 
ry that exists between the two groups 
is deep-rooted and won't vanish 
overnight. [Arcade and home-game 
manufacturers] don't like to sit at the 
same banquet table," Hibbs sighed. 

Moving along, we discussed the 
choices of games for the UA game 
machines, both present and future. 
One of Japan's most popular PC 
Engine games, Blazing Lazers, is 
among UA's early offerings. Lazers is a 
high-energy, vertically scrolling shoot- 
'em-up based on the billion-yen 
Japanese sci-fi film, Gunhed. (The 
game goes by the name Gunhed in its 
Japanese incarnation.) 

Many games, Hibbs explained, just 
weren't "right" to make the cut from 
home to arcade play. Others, despite 
good format, just weren't graphically 
sophisticated enough to have the mak- 
ings of an arcade megahit. "To beat 
the skepticism that we've been 
encountering concerning UA's viabili- 
ty, we've decided to only go with the 
best possible choices. The arcade cus- 
tomer is the toughest customer to 
please. Great graphics are part of 
quality, and for us, quality will mean 
Success." 

Hibbs also alluded to the fact that 
the arcade industry is a "fashion" 
business, where the flashiest and 


brassiest games must strut their stuff 
to beat their competitors to the punch. 
A game with glamour can not only 
rake in huge profits, but help the col- 
lections of an entire game company's 
lineup as well. 

Also discussed was a very ambi- 
tious release-schedule plan to take UA 
through 1990: six to ten new releases 
by the end of 1989, with 15 to 20 more 
planned by 1991. 


Calling All Developers 

All those games are going to need 
plenty of game developers, and UA is 
wasting no time in wooing third-party 
licensees to boost interest in their 
arcade system. NEC is apparently 
making overtures on UA's behalf to 
some programmers who are submit- 
ting games for NEC's consideration. 
For example, if the game is test-mar- 
keted by UA and plays well at the 
arcade, the game designer could then 
reapproach NEC for home-licensing 
rights. "Leadership in the coin-op 
field," Hibbs said, "is essential for suc- 
cess in the crossover phase." 

And what are the stakes? "This year 
alone, arcades across the country will 
bring in $4 billion from as few as three 
million machines," explained Hibbs. 
^That's approximately 72 billion choic- 
es made each time a machine or game 
is selected." As impressive as that 
may sound, the industry as a whole is 
doing rather poorly today. "The high 
replacement cost of equipment vs. 
poor collection returns are crippling 
some arcade 
operators," said 
Hibbs. "That, 
plus the shorter 
earning potential 
of new games. 
Many people are 
no longer staying 
in the business 
because of these 
and other factors." 

| asked Hibbs what 
his plan was to curb 
some of the slipping 
market share. "We 
have an aggressive 
posture right now as 
far as sales go," 
Hibbs explained. 
“We have three full- 
time sales represen- 
tatives, as well as 
telemarketers and 
other reps. We're try- 
ing to go the direct- 
sales route.” Direct 












































sales can be difficult, but rewarding as 
long as consistency is applied in deal- 
ing with the customers. Salespeople 
must also double as educators, 
instructing others in the innovation 
and value inherent in the system. This 
approach will take UA's message to 
the more than 3,000 potential arcade 
customers out there. 

During the visit, Hibbs also men- 
tioned that his firm had entered into a 
partnership with United Artists The- 
atre Amusements (UATA), which oper- 
ates games in nearly 700 United 
Artists’ theatre lobbies across the 
nation. According to UATA President 
Jon Daughery, "UA's TurboGrafx-16 
system will revolutionize the coin-op 
business through a constant flow of 
fresh new games at affordable prices." 
Others are also jumping on the band- 
wagon, including the Just Games 
company of San Diego, California. 
Just Games plans to place UA's 
machines at locations including mili- 
tary PXs, college-campus game rooms 
and bowling alleys. 

All in all, United Amusements has 
come up with an innovative and cost- 
effective way for arcade owners to 
expand upon their earning capacity. It's 
hoped that by bringing out games in an 
organized fashion, a smooth—and 
fair—schedule will be determined simi- 
lar to that which occurs with movies 
and home videos. That way, the arcade 
will be able to preview a title to the 
gaming public before it comes out for 
home purchase, and everyone will 

have a 
chance to 
garner their 
share off 
the product. 

Like any- 
thing else, 
only time 
will tell if this 
grand experi- 
ment will work. 
All of the fac- 
tors are in place 
for it to do so. 
"We will live 
or die on the 
quality of our 
games," Hibbs 
emphasized. 
"That, and we 
must find good 
game develop- 
ers. Only then 
will we make 
any inroads to 
success." 
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continued from page 40 


and a real pain in the neck to enter 
every time. 

Overall, Evert & Lendl Top 
Players Tennis is a good game 
that will challenge you. It doesn't 
just depend on hand-eye coordi- 
nation, but requires judicious allo- 
cation of your skill points, real skill 
with the control pad and taking 


some chances. The instructions are some- 


times confusing, but it is still one of the 
better video-tennis tournaments around. 
—David Plotkin 


Asmik Corporation, Wells Fargo Building, 
444 South Flower Street, Suite 1600, 

Los Angeles, CA 90071-2975; (213) 627- 
4783. 


Truxton 
SEGA 
For the Sega Genesis ($54.95) 


The Genesis is still a young machine, 
with arguably the greatest potential of 
any dedicated video-game system on the 
market. For Genesis to capture a wide 
audience, its games will have to exploit 
the machine's superior capabilities. We've 
seen this extra measure of quality in 
Ghouls “М” Ghosts, Tommy Lasorda Base- 
ball, and in small details in a few other 
carts. Truxton, unfortunately, is not one of 
these breakthrough games. 

Based on the arcade game, Truxton is a 
standard slide-and-shoot with high-quali- 
ty graphics and above-average sound. 
There are a few different strategic 
options, but far fewer than in Thunder 
Force Il, the first—and still the 
best—shoot-'em-up for the Genesis. 
While Truxton is fast-paced, tough and 
visually captivating, it'll also remind you 
of dozens of other games that all offer the 
same qualities. 

The plot concerns a peaceful race (the 
Borogos) and evil, powerful invaders (the 
Gidans). The Gidans have created a 
weapon that allows them to turn barren 
asteroids into heavily armed floating 
fortresses. The Borogos launched a 
freighter to their allies; this freighter car- 
ried a load of special weapons. The 
Gidans destroyed the freighter, leaving the 
special weapons scattered all over the 
galaxy. Now the Gidans have eight aster- 
oids functioning as fortresses. Your mis- 
sion is to destroy these fortresses, which 
you'll have to do five times (no explana- 
tion for that)! Fortunately, all those special 
weapons are drifting about in space, just 
waiting to be used. Naturally, use of these 
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Test your 
skill and tactics 
in the sports- 
simulator Evert 
& Lendi Top 
Player Tennis 
from Asmik. 














high scores in 
the Sega game 
Truxton. 





weapons is essential to your victory. 

There are three basic weapons avail- 
able, each of which has advantages 
against certain attackers. Power units are 
available to increase the strength of your 
chosen weapon; it takes five power units to 
raise the weapon to a new level of effec- 
tiveness. With other found items, you can 
increase the speed and maneuverability of 
your fighter, and you can also find bombs 
scattered about. The bombs destroy every- 
thing on the screen, including bullets, so 
they're great in a jam. Extra fighters can be 
earned by accumulating a certain number 
of points or by picking up 1-ups and 2-ups 
along the way. 

Truxton has three difficulty levels; 
these control the number of continues 
you receive at the end of the game and 
| the strength of the attack- 
| ers. On the easy level, 
your continues are unlim- 
ited. Even with that 
advantage, Truxton will 
take a long time to mas- 
ter. Fortunately, you can 
collect an infinite number of bombs, 
power-up units and extra lives, as long as 
you can find them. 

The graphics scroll vertically through- 
out the game. There's a lot of variety in 
the appearance of the asteroids and ene- 
mies, but none of the 3-D effects that 
make Thunder Force ІІ so remarkable. And 
your weapons, when powered to their 
fullest extent, make a very flashy light 
show on-screen. Oddly, the varied rock 'n' 
roll soundtrack is plagued by background 
static—a problem | haven't experienced 
with any other Genesis 
cart. | was disappointed to 
find that the playfield is 
only three-quarters of the 
screen width; the remain- 
der of the screen is used 

to show the number of 
| remaining ships, bombs 
and power-ups. 

Genesis carts are 
more expensive than 
carts for other systems, 
and Truxton is no excep- 
tion. If you're a fan of the 
arcade game or if you love slide-and- 
shoots, Truxton will give you a good 
challenge for the money. But if you're 
looking for something new and excep- 
tional, try Thunder Force ll or wait 
awhile longer. 


R A T Ц N G 5: 
Sound ИШТЕ» 
Graphics 


Playability 
Overall 


—Joshua Mandel 
Sega of America, 573 Forbes Blvd., 
south San Francisco, CA 94080; (415) 
742-9300. 2 
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Heavy Metal for the ІВМ PC 
since and is likely to remain the standard 
for tank simulators 

l'he next game to exploit the ground 
broken bv Baftlesone was Dynamix 5 
excellent Arctic Fox (Electronic Arts). Іп 
тапу wavs, Arctic Fox 15 an update ol 
Rattlezone, the player pilots a sophistic ated 
tank on an ice world, where aliens are 
setting up a network of machines that will 
drain the planet of every last erg of energy 
Опсе again the user has a cockpit 
viewpoint, but this time the tank 15 
equipped with all manner of special 
equipment and weapons 

{лус Fox blends first-rate graphics 
solid-play values and a user-friendly, Icon 
based interface ro produc c a truly 
compelling game experience. It includes 
such special features as camera-mounted 
missiles that can be tracked, first-person 
style, from the cannon launch all the way 


to the point of impact 


Neither Barrlezome nor Arctic Fox was 
intended to be a tank simulator. Strictly 
speaking they are arcade games that 
employ vehicles based on real tanks 

l'he most recent upsurge of interest in 
tank games has centered around detailed 
simulators that reproduce every dimension 
of tank warfare. Tom Loughry's Steel 
Thunder (Accolade) and Dynamix's Abrams 
Rattle Tank (Electronic Arts) are 
sophisticated re-creations of modern, 
mechanized combat vehicles set in the 
world's number-one hotspot for potential 
tank warfare: Germany 

Cree! Thunder actually offers users 
several possible missions (based on 
difficulty) as well as a choice of tanks: the 
МІЛІ Abrams, M60A3, M48A5 Patton and 
the hybrid M3 Bradley Fighting Vehicle 
Each tank has advantages and drawbacks, 


depending on whi h scenario it is 
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deployed in. 

The M48A5 Patton 15 the ultimate 
version of the old standby, the M48 Parton 
ank. Built in the "506 by Chrysler and 
Ford. they were used extensively in 
Vietnam. Approximately 2,000 
mothballed M48s were refitted in the 
“(қ into the М4ЗА5 variation and 
received high marks from the Israchis 
who sent them up against the synans 
Russian-built tanks during the 19/3 
Yom Kippur War. 1 his 54-ton monster 
cruises at 30 mph and has а 300-mile 
range and 4.8-inch cast-steel armor; its 
main cannon is а M68 105mm UkK-built 
rifled gun 

Che M60A3 is also a modernized 
version of the M48 Patton, with similar 
specs to the M48A5, while the MIAI 
Abrams is the current тор gun in tank 
wartare | he Abrams 15 the hottest picce Ot 


mechanized artillery in the history of tank 


First built this decade by Chrysler, 


wWartare 





Steel Thunder by Accolade 


the Abrams Bartle ‘Tank cruises at 45 mph, 
carnes an ХМ256 120mm smooth-bore 
cannon as its main weapon and boasts 
ceramic-and-stec! Chobham armor that can 
shrug off small rounds as if they were 
pebbles. It can even deflect shaped-charge 
warheads (HEAT rounds), making it all but 
invincible against infantry weapons. The 
МІ also features an incredible thermal 
imaging svstem (for night vision) and 
excellent fire-stabilizing systems that allow 
it ro fire while on the move (something 
that's all but impossible bevond point- 
blank range with other tanks) 

Гһе M3 Bradley Cavalry Fighting 
Vehicle (along with its sister tank, the MZ 
Bradlev Infantry Fighting Vehicle) was 
originally developed in 1972 to replace the 
M-113A1 armored personnel carriers. The 


M2/M3 series represents а new гуре of 





combat vehicle, part battietie ld taxi and 
part lightweight tank. It cruises at 44 mph 
and has а 300-mile range and an MZ4Z 
23mm Bushmaster chain gun 


l'hese tanks feature an impressive variety 


ee 


Б. i 
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Steel Thunder by Accolade 
(IBM PC version shown) 


of weapons апа detense SYSTEMS In addition 
to the main guns already mentioned, there 
are TOW-2 missile launchers, heavy machine 
guns, air-filter systems, smoke-screen 
generators and Halon fire-protection systems 

Before being entrusted with the 
sensitive task of detending the vital Fast 
West German border, the player will have 
to prove himself Dy successtulls 
negotiating а series of less cru ial scenarios 
Cree! Thunder otters over 20 different 
missions in three major theaters of 
operation: Cuba, Syria and West German 

Srel Thunder breaks play into three 
stations: driver, gunner and commander, 
апу of which may be assumed by the 
gamer at any time, with each station 
assigned specific functions and operations 
There 15 also a crew member designated as 
a loader, but this station 15 alw ay Ss 
computer-operated. Of course, the user 15 
only one person, so it is necessary to pick 
one's crew wisely. Crew members are 
therefore rated in vital skill areas 

Much of Seel Thunder s on-screen 
display—each station has a similar but 
unique display screen—deals with the tank’s 
extensive command consoles. Gauges, 
liches, switches, toggles and other controls 
and status indicators take up two-thirds of 
each screen, with the final third allotted to à 
trio of periscope windows through which the 
battlefield can be viewed 

Vormms Battle Tank offers a larger visual 
display and generally supenor graphics, but 
is otherwise similar to Stee! Thunder (after all, 
both simulate modern tank warfare). Again 


the user is placed in command of a state-of- 
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% achieving your 
ultimate goal: to 
become Shogun, 
ruler of the realm! 
But every step of the 
way, you'll beopposed 
by ambitious enemy 
Samurai, each of whom 
employs a different 
scheme to deceive and 
destroy you. 

To survive, you'll 
need your wits as well 
as your weapons. You 
must outsmart clever 
political rivals who smile 
to your face, then work 
behind your back to 
blacken your reputation, 
kidnap your family or raise 
armies against you. 


Can't find SWORD OF THE SAMURAI? Call (301) 771-1151 x208, weekdays 8:30 am іп 5:30 pm Eastern Time and order by MC'Visa/AmEr. ог mail check 
money order tor $54.95 (pacity disk size). Free shipping in U.S. $5.00 International. U 
5oftwars, inc: 180 Laketron! drive, Hunt Valley, MD 21030. For IBM-PC'XT/AT/PS2 Tandy/Compatibles. Requires 384k RAM. Supports MCGA/VGA, ЕСА 


ША апа Harcoles graphics 


| enin $130 ON. READER SERVICE CARD. 





will duel with 


a Ninja, 





defend his honor, - 
become Shogun 


and rule 
feudal Japan. 





Just for fun. 


1.5. funds only. MD residents add 5% sales tux. MicroProse 





















system of menus and text 
windows will guide you in 
travel and bring each adven- 
ture to life. There's even a 
detailed political map to show 
you different provinces, each 
ruled by its own warlord. 

All with authentic Japanese 
graphics and music, the 
smoothest animation, as well 
as the quick thinking and 
heart-racing action you've 
come to expect from 
MicroProse. 

Remember, in Sword of the 
Samurai, there's more than 
your life at stake. There's your 
honor. So dràw your sword 
and sharpen your wits! 

Just for fun. 








Just For Fun. 


и "A" 


rhe-art armored combat vehicle and с harged 
with a vital mission: Keep the Russian tanks 
from advancing on West Germany! 


As the excellent documentation points 


out. when evaluating the relative merits of 





Abrams Battle Tank on ІВМ PC 


NATO vs. Russian tanks, it 15 a simple 
matter of quantity vs quality. Russian tanks 
outnumber NATO's by approximately 

95 (00 to 32,000, but NATOS war 
machines are far superior. Soviet tanks 
have infenor armor, poor weapon 
stabilization and no thermal-imaging 


equipment for night combat. í ìn the ое! 





Heavy Metal by Access 


hand, their tanks are lighter and require 
only a three-man crew. 

Abrams Battle Tank offers eight missions 
within the overall German scenario. In 
“The Moselle Defense," waves of Soviet 
ranks break through NATO defenses and 
head right for the Moselle River, the 
player's position. “Siegen Infiltration 
deals with critical supply convoys from 
Essen that turn up missing in the Siegen 
area, leading to the conclusion that one ог 
more Soviet bases have been established in 
the Siegen hills. In another scenario, a 
NATO base along the “Nuremberg 
Highway” has been cut off by Soviet 
interdiction forces, and the player must 
reopen the supply route. 

“Мав Destruction” features the MI 
base near the Ems River, which 15 


surrounded on three sides by Soviet bases 
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leaving the MI base open to attack. It's up 
to the player and his trusty М1 to take out 
all three Soviet bases. In "The Road to 
Bonn." the situation looks grim. Frankfurt 
has fallen, and intelligence reports а 
massive Soviet armored convoy оп the way 
го Bonn. Needless to say, they must be 
stopped. "Hanover Push" pits the Abrams 
against a Russian base in Hanover; 
“Convoy” is an escort detail; and “lhe 
Moselle Intercept” 15 a rescue mission 

l'he missions can be conducted 
individually (with the user maintaining 
control over difficulty—novice, moderate о! 


expert—and time of day) or as a campaign 


As in Steel Thunder, Abrams Battle Tank 
breaks down the action into three stations: 
runner, driver and commander, each with 
its own separate screen. Users also have 
numerous options regarding armament and 
ammunition. The three basic types of tank 
ammo are all available: Sabot, HEAT and 
AX. Sabor rounds are armor-piercing and 
fin-stabilizing, with the sabot shell 
discarded upon firing, leaving a lethal, 
dartlike weapon to open up Russian tanks 
like sardine cans. HEAT (High Explosive 
Anti- Tank) rounds are explosive warheads 
shaped around a hollow cone. They те very 


effective against infantry, constructions апа 


For TANK STRATEGISTS. . - 


Simulations of armored-fighting 
vehicles boast first-person perspective and 
real-time action. There's another group of 
tank-oriented games that appeals more to 
armchair Pattons than action aces. 

Most games of this type take a little 
longer to learn, but they give computerists 
a chance to command large formations of 
lethal-tracked dreadnoughts in a wide 
variety of battle situations. 

War gamers love tanks more than any 
other type of weapon, so it's not 
surprising that there are lots of military 
simulations in which AFVs are in the thick 
of the fire. 

The North African campaign of World 
War ІІ is a feast for compu-tankers. The 
wide open spaces put a premium on swift 
movement, cunning strategy and secure 
supply lines. The battles on the sands are 
often seesaw slugfests in which the 
player's forces will make rapid advances 
only to get pounded back by vicious 
counter attacks. 

Rommel (SSG for all computer systems) 
has one of the best war-game interfaces 
ever designed, though it's by no means a 
simple game. Those with littla or no 
previous war-gaming experience may find 
the streamlined rules of Decision in the 
Desert (MicroProse for Commodore 64), 
and Tobruk (The Software Toolworks) 
more attractive. The former title's fight- 
and-move play mechanic offers more of 
the visual excitement action gamers like 
than do orthodox military simulations. 

Patton vs. Rommel (Electronic Arts for 
Macintosh and IBM PC) is also a good bet 
for the casual war gamer, because Chris 
Crawford's outstanding design work 
makes the detailed simulation surprisingly 
simple to learn and play. The computer 
expertly handles either side in this D-Day 
re-creation, and George Patton and Erwin 
Rommel are available to counsel confused 
commanders. 

A pair of Gary Grigsby's tactical games, 
Panzer Strike and Typhoon of Steel (both 
SSI for Apple ІІ and Commodore 64) cover 
tank combat involving all the major armies 
of World War ІІ. These are essentially hex- 
grid-type war games for home computers 


and are definitely not for first-timers. Both 
share a feature hard-core war gamers 
always love: They can be used as 
construction kits to develop an endless 
array of variant and "what if?" scenarios. 

Fans of Avalon Hill's nonelectronic 
Panzerblitz and Squad Leader will find the 
same microscopic accuracy in T.A.C. 
(Avalon Hill for Atari B-bit and Commodore 
64). This exhaustive simulation of small- 
unit combat offers tanks from the United 
States, Great Britain, Germany and the 
Soviet Union in five absorbing battles. 
Features like hidden movement, overruns 
and indirect fire help make this advanced 
simulation a “must have” for fans of 
military simulations. 


Treading the Future 

Ogre (Origin Systems for all computers) 
is a brilliant translation of one of the 
decade's landmark military board games to 
the home computer. Outstanding artificial 
intelligence for solitaire sessions and an 
unusual assortment of weapons with 
which to counter the super-tanks of the 
future make Ogre a genuine classic in its 
field. It can challenge any compu-war 
gamer, but the introductory scenarios 
involve few units and are appropriate for 
less experienced generals. 

Stuart Marks’ Omega (Origin Systems for 
all computers) is one of the most 
intellectually demanding games published in 
the last few years, but it's worth the study 
time if you're really hooked on tanks. As a 
member of the Omega project, the player 
must design the ultimate cyber-tank and 
then put it to the test in the heat of battle. 
Voluminous documentation, which is also 
profusely illustrated, leads users through 
the construction and testing process. 

Firezone (PSS for Amiga, Atari ST, 
Commodore 64 and IBM PC) chronicles 
combat in the 22nd century between four 
warring superpowers. Tank weapons from 
the maneuverable grav tank to the 
mammoth leviathan fight for total 
domination of the Earth. There are other 
weapons besides AFVs in this hex-grid 
simulation, but they generally take the 
brunt of the battle. 
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Press Escape. 


MicroProse builds the world's most reliable getaway 
vehicles. While other companies take you on dead-end 
trips to little fictional rectangles in the middle of nowhere, 
MicroProse authentically simulates the real-world places 
American forces might one day have to go. 


Clandestine Getaway Vehicle: F-19 Stealth Fighter re- 
creates 250,000 square miles of Libya, Central Europe, 
the Persian Gulf, and the North Cape of Scandinavia. 
Real geography is one of the reasons the Software 
Publishers Association voted it Simulation of the Year 


For more MicroProse “Great Escapes" see your local retailer. 
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Armored Getaway Vehicle: М1 Tank 
Platoon puts you in charge of four 
Abrams tanks right where they were 
designed to be used — the rolling 
countryside of West Germany. 


`` түл Агема 


"ЖА 


Ф 


ogfighting Getaway Vehicle: F-15 
Strike Eagle Il gives you the Middle 
East, Vietnam, the Persian Gulf and 
Libya. Plus, if you have F-19 Stealth 
Fighter you can transport F-15 11% 
dogfighting action to Central Europe 
and the North Cape of Scandinavia. 


Viren PRC i- X 
Underwater Getaway Vehicle: Red 
Storm Rising plunges you into the 
North Atlantic in a modern nuclear 
submarine. You'll stalk Soviet subs and 
surface ships from your base in 
Scotland, along the coast of 
Scandinavia, to the Soviet ports on 
the Barents Sea. 


COMING SOON 
from Sid Meier and MPS Labs! 


Getaway in your own railroad. Span 
the continent with routes, signals and 
switches you design and trains you 
dispatch. Cross the years from the 
gritty days of coal and steam to the 
gleaming, modern diesels. Race 
against Morgan and Vanderbilt to con- 
trol new markets. Is this any way to 
run a railroad? It's the only way! 











Abrams Battle Tank оп ІВМ PC 


armor. AX rounds are experimental апо: 
helicopter and anti-armor weapons that are 
useful against aircraft. They have some 
long-range effectiveness against armor, 
infantrv and constructions, but they load 


slower than other types of rounds. 


Some players may get off on the idea of 
driving an armored combat vehicle and 
blowing things up, but would rather not 
get into the minute details of mastering à 
rank simulator. These users have several 
programs to choose from 

Heavy Metal (Access) by Brent 
Erickson, Roger and Bruce Carver 
(design) and Doug Vandergrift (graphics) 
is а satisfying compromise between the 
arcade-stvle action of games like Battiezone 
and detailed simulators, such as Abrams 
Battle Tank and Steel Thunder. Heavy Metal 
begins by sending players to Officer's 
Training School (OTS) where they must 
qualify for a tank command by scoring à 
minimum of 5,000 points on each of three 
tank combat simulators. On this level, 
strategy and tactics are eschewed in favor 
of teaching the player how to operate the 
basic system and sharpen their aiming 






Ogre by Origin Systems 
skills. The combat simulators offer basic 
arcade action, but once the user 15 


promoted from cadet status, tactical 


94 


commands become available. 

At the Tactical Command level, the 
user has access to the Tactical Command 
Center (ТАСС). Here he can practice field 
command and advance in rank. The TACC 
screen offers crucial data on player and 
enemy strength, remaining ammo (the 
player has unlimited ammunition in the 
nontactical mode), fuel, etc., in addition to 
a topographical area map. 

Heavy Metal again puts the user in 
command of the now-familiar MIAI 
Abrams Main Battle Tank (МВТ), 
complete with thermal imaging, laser range 
finder, a periscopic view (where targets аге 
magnified and displayed), ammunition 





Screens from Tobruk by Datasoft 


options, smoke generators and other 
popular features. The visual display is 
devoted largely to the landscape, with only 
a small strip across the bottom of the 
screen taken up by the control console. 
The game has one unique feature: the 
option of operating a Fast Attack Vehicle 
(FAV) instead of the M1A1. Тһе XR311 
FAV is basically a dune buggy armed with à 
TOW missile launcher. Though it 
possesses only modest armor protection 
(for the radiator and fuel tank), it can travel 
at speeds of nearly 100 mph and can climb 
a steep grade without losing momentum! 
Other games that streamline the tank 
command process include Mic rolllusions’ 
Fire Power and SNK's Tan£ HI. Fire Power 
is basically an updated version of capture 
the flag, with players selecting among 
several vehicles. The objectives are to 


rescue downed allies, capture enemy fuel 
depots and destroy anything else that 
stands in the way. Tank ШІ is a pure arcade 
game, with the players tank and scrolling 
landscape seen from a top-down 
perspective. 


Гһе popularity of tank simulators 
continues with two new major releases that 
mav already be available by the time this 
issue appears. Combat-simulator kingpin 
MicroProse has the first tank-squadron 
simulator ready to roll. In it, the user will 
be able to jump from tank to tank during 
battle. Three-Sixty Software will introduce 
a World War II tank simulator in which the 
user can go up against the war machines of 
Rommel, the German army's vaunted 
Desert Fox. 

Additionally, strategy-based games like 
Sruart B. Marks' Omega (Origin) [see 
sidebar] remain a viable gaming genre. 

As everybody knows, once a tank gets 
rolling, it's tough to stop. Similarly, now 
that the trend toward simulated mobile- 
armored combat is moving forward, its 
momentum may make this genre 
unstoppable. 2 
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GET THE GAME TITLE THAT BRINGS 
BATMAN INTO YOUR LIVING ROOM. 





=Р "n AMAN 
= bo | = 
, Е - í i 
zl | i Е Am 3 ” 
z M - - ы = 
= ‚ : E ع‎ 8 с 
а жере ж" сй s 
— { А FT J 1 B | = 
= Ein RAE = ; 
- А z : ^c = 
i — 
- TLLA" HIT т 
uem 


To e г 





и Жолы, 


The CAPED CRUSADER” is back, ас” 
you've never seen him һе1оге!/ 


Bde DATA and explosive actor d 
movie BATMAN left you screaming faf 
this is the moment you ve been ш 
for! It's redo the street gail 
GOTHAM ОТҮ” 101Ле T 5 
Ие city underworld poi 
with graphic magic Get BATM 

today at your favgiffe deale - 
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Hot News for Hot Shots! 


Get the inside track on Sunsoft games in the 
FREE Sunsoft Game Time News. 


THE 
TITLEHOLDER! + ‘ime 


Address —— бех АА 


City — zd State — Тір 
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Mail to: Sunsoft, P.O. Box 2390, Libertyville, IL. 60198 ver 
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AS SEEN ON CHANNEL 7 EYEWITNESS NEWS AS HEARD ON 1010 WINS 
RADIO INFLATION FIGHTER. AS SEEN IN THE NEW YORK TIMES, BILLBOARD 
MAGAZINE. ELECTRONIC GAMES MARNE AND AUGUST 1989 BOYS LIFE 
AGAZIN 


CALL 1-900-990-3000 
FOR CURRENT BUY/SELL 
PRICE LIST 


This Call Will Cost 52 00 And You Will Receive a $2 00 Discount 
a в ағы Coupon If You Buy or $2.00 Bonus If You Sell! 


түла PURGE 7 NINTENDO FEVER... 
SINCE 1982 | Y CATCH IT HERE ! 


At PLAY IT AGAIN, we have been buying and selling used Video Game Cartridges by mail order since 1982 (originally as Forest Hills Used Video Game Cartridges Inc.). We know 
that usually in 30 days or less m become too good at or bored with an individual game. You can sell us those Nintendo, Sega, and Atari 2600 cartridges you don't play anymore. We 
will send payment within 7 to 10 days of receipt of four cartridges. We offer a one-year limited warranty on all used Nintendo, and Sega cartridges. We also sell accessories for all 
three systems. We will ship your order within % (40 days if you order а Bold Faced title). If we are unable to completely fill your order we will refund your money and send 
you a TO * discount coupon qu for 1 years on all De products we sl И love to Qui. then you'll love us. For complete current price list-check list for over 500 titles. 
send (3) Three 25€ stamps to: PLAY IT AGAIN, P.O. 6718, Dept. List, Flushing, N'Y 11365. For lifetime club membership which includes FREE PLAY IT AGAIN T-SHIRT, 12 bi- 
- P NS. сезер 5 oet We pay members 10%абоме the quoted prices when they sell cartridges, unadvertised specials for members only. Send $30.00 to 

. ESN, State T-shirt sizes 5, M. L. XL. 


You may order any Nintendo title NEW for $15.00 above the Used selling price. Mfg. warranty only. 
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[110 YARD FIGHT $19.95 $3.00 FREEDOM FORCE " [1 12.00 n | 4% 80 |. "iuc" "Kan 
C1 1942 19.95 8.00 FRIDAY THE 13TH 28.95 15.00 ا‎ Ж WOLF 2895 1500 DIM и Ry 
071943 | j 2295 1000 ОВА АВА 24.95 12.00 Г1РАСМАМ 2495 800 | ГІТНИМПЕНСАПЕ 28 95 15.00 
CI ADVENTURE ISLAND 2495 1200 CIBAUNTLET 2495 10.00 | PAPERBOY 28.95 15.00 | CITIGER-HELI 2295 1000 
ADV. OF DINO RIKI 28.95 1500 | GHOSTS 'N GOBLINS 1995 800 | CPRADIKUS Ne 15.00 | E өте "E i 
IDA AL و‎ 3395 150 SEE A ха us LIPINBALL 19.95 800 | (3TRACK AND FIELD ii 28 95 15.00 
[JADVENTURES.OF LINK 33.95 15.00 GOLF 19.95 500 CIPLATOON 845 tas | 52 ео 
L1ADVENTURES OF LOLO 3305 20.00 [16060 13 24.05 12.00 E POPEYE 29.95 1500 | CMM 2H 45 
T | (ile лен © 5 PRISONER OF WAR i95 1500 | Г ^ed S a 
AMAGON 24.95 12.00 түрүн сш 28.43 1200 | PRO WRESTLING 1995 8.00 | CIWALD GOMMA UNE 1995 500 
CIANTICIPATION — 24.95 12.00 GUERILLA Wi 195 15.00 PUNCH OUT 24.95 8.00 | [JWINMTER 22.95 1000 
[TARKANOID W/CONTROLS 59.95 30.00 [1GUMSHOE- 19.95 800 EI OBERT 2% 6.00 | WE АКИ м5 ite 
ATHENA 22.95 1000 GUNSMOKE 24.95 12.00 ABI 24.95 800 | [WORLD GAMES 2495 1200 
OOBABY BOOMER ` 24.95 10.00 D6YRUSS 2495 1200 ГІҢАСКЕТ ATTACK 28.95 1500 L]WORLD A (3-0) 1895 500 
CBACK TO THE FUTURE 28.95 15.00 ) 28.95 15.00 | CRAD RACER (3-0) 2495 1200 | WRECK UNNER Ho im 
IBAD DUDES 28.95 15.00 DE 28.95 15.00 RAID 2020 24.95 10.00 | CWRESTLEMANM 3395 1500 
сата FIGHT 1895 800 LICE CLIMBER 79.55 800 | RAID ON BUNGLING BAY 19.95 800 | OXEMOPHORE 2495 1000 
I BASEBALL STARS 28.95 1500 CICE HOCKEY 1998 500 FRAMBO 19.95 500 | CIXEVIDUS 2485 10.00 
ie LOADED р ne CAN WARRIORS ; vd q^ [1RAMPAGE 28.95 15.00 OZANAC 19.95 800 
BAŠEBALI 19. ; ARRIORS 8 i RENEGADE 28.95 15 — 
BIONIC COMMANDOS И% 1200 | IMPOSSIBLE MISSION 2 — 2895 15.00 | ime кик р ча 
COBLADES OF STI 4,95 12.00 INDIANA JONES 28.95 15.00 ROBO WARRIOR 28.95 15.00 
BLASTER MASTER 24.95 12.00 TANK 24.95 12.00 ГҮВОбЕН IT 3395 2000 
CI BOMBER MAN 28.95 1500 JACKAL 24.95 800 | ROLLING THUNDER 2895 1500 
i 24 95 12.00 OJAWS 22.95 10.00 [JRUSH 'N ATTACK 78 95 15.00 
BUMP М JUMP 24.95 10.00 L]JORDAN VS. ВВП 3395 20.00 T SEICROSS 2895 1500 
Sameer ни 98 | Dem XE 44 | emer ЕН ГЕ 
s | 95 12. C]SIMON'S QUEST 95 1200 
ГІСНЦВВҮ CHERUB 24.95 10.00 Скр NIKI 22.95 10.00 D» 19.95 800 C1 DRAGON NINJA 
LJCLU CLU LAND 19.95 6.00 L1KUNG FU HEROES 28.95 15.00 Г] 1995 6.00 ORAND PRIX 
COBRA COMMAND 28.95 15.00 CILEGACY OF WIZARD 24 95 12.00 C S0LOMONS KEY 23.95 15.00 | OMEAVY nanne 
| с LEGEND Y ч Lj UNKER 19. % | JHECTOM VECTOR _ 
COMMANDO 19.95 500 CILEGEND OF ZELDA 22.95 10.00 OSPY HUNTER 1995 800 NOLL wood SQUARES 
ЫМ CAPER 45 10.00 LEGENDARY 20.96 1200 | OSPY VS. SPY 1 2495 1200 | | Сн 
ВА 2495 1200 C]LIFE FORCE 24.95 12.00 SOO0N 19.95 800 KUNE FU ii | 
OOCRYSTAL MINES 24.98 10.00 OLODE RUNNER 19.85 6.00 COSTAR FORCE 2295 10.00 MAGIC OF SHAHRAZAD 
соға SNDOTING 2295 1349 LUNAR POOL 19.95 800 | STAR SOLDIER 28.95 15.00 TI MISSION XX | 
me Rare por 2885 200 | ОМАСН RIDER 19.95 5.00 | STAR VOYAGER 19.95 500) | GWMNTMARE ON Lw St. зж 
LJDEFENDER OF THE CROWN 3395 2000 D | 2885 1500 "sr 7295 1000 ГІМІМДА TARG ам 
CJDEFENDER HO 28.95 15.00 LIMAJOR LEAGUE BASEBALL 24.95 800 STR | 2895 1500 | | ОРАззиао nw 
DESERT COMMANDO 2895 1500 [1MAPPY-LAND 28.95 15.00 "SUPER DODGE BALL 2895 1500 Crace ig төн! ne 
CODA. JEKYLL & MA HYDE 28.95 1500 LIMARBLE MADNESS 2895 15.00 (JSUPER SPRINT 28.95 15.00 و‎ se 
О. mg 28.95 15.00 LIMARIO BROS. 29.95 15.00 SUPER MARIO 1895 3.00 ROLLA ne 
CJDONKEY KONG CLASSICS — 24.95 10.00 | ГІМЕСАМАН 29.95 15.00 SUPE 2895 1500 | | COSTAR FORCE n nas 
L]DONKEY KONG 3 24.95 10.00 C MEGAMAN 28.95 15.00 O SUPER PITFALL 29.86 15.00 CISTREET OUTER ни 
DONKEY KONG JR. 2495 1000 CI METAL GEAR 24.95 8.00 CTAC SURF DESIGN 1995 500 | | Оита stan ronce ии 
LIDONKEY KONG JR. MATH 2495 10.00 O METROID 24.95 10.00 Г1ТАВОО 2895 1500 | eie лен 4% 
DERI E An пш gue 2495 1200 | TAG TEAM WRESTLING 2495 1000 | | Steam teeta ни 
OODOUBLE DRIBBLE өре сы HOT BOMB JACK эү сЕ OOTECMO BASEBALL 1 ux (C TITAN WARRIOR M 
C) DRAGON POWER GR on 4 | ' Ha OTECMO BOWL В. 5. C TOUCHDOWN 1 
CORASON WARRIOR 3395 20.00 | LIMILON'S SECRET CASTLE 28% 1500 C TEENAGE MUTANT NINJA 39.95 25.00 T1 TOUCHDOWN FEVER пы 
CIDUCKTALES 28.95 1800 LI MONSTER PARTY 2895 1500 ! 0.8. GOLF ны 
CJELEVATOR ACTION 19.95 800 COMUSCLE 1995 800 LIST ALT TES | Gemas сили m 
[JELWAY'S QUARTERBACK 2895 15.00 MYSTERY QUEST 2895 15.00 PLEASE ТЕҢМА VINDICA нн 
CIEXCITE BIKE 1885 300 | NATL FOOTBALL LEAGUE 28% 1500 e MUST INCLUDE (2) CONTROLLERS. н 
L3 FAXANADU 28.95 15.00 Cle NINTENDO GAME SYSTEM 64.95 4500 POWER SUPPLY AND INSTRUCTION nas 
MEM ФР sta an и | Бл 3395 2000 BOOKLET. SUPER MARIO BROS. CARTRIDGE 
NORTH Г] ; .0 00 WITHO GE. 
CIFLYING DAAGON | 28.95 15.00 | CINOBUNGAS AMBITION 3395 2000 | SUBTRACT $5.00 WITHOUT CARTRIDGE. | 


RDERING INSTRUCTIONS: All orders and memberships of PLAY IT AGAIN to Р.О. B 6718, Flushing. NY 11365. MINIMUM ORDER: $10.00 PLEASE PRINT CLEARLY. U.S. funds 
y NO FOREIGN ORDERS. In Canada only write to: (эйе Video Games, 200 Bank St., Ottawa ONT K2P 1W8. Add $3.50 for shipping and handling on each order, $8.50 for 
Alaska, Hawaii and Puerto Rico. We will not ship to Р.О. Box Мо.; street address only. We do not accept credit cards. New York residents must add appropriate sales tax. Personal 
checks will delay shipment up to three weeks. All U.S. shipping is by United Parcel Service. sp order three or more Nintendo cartridges in one order and list alternates for each we 
will pay the shipping (U.S. only). We reserve the right 10 refuse any order. Any used Nintendo cartridges are sold with a one year limited warranty. We put a (invisible to the eye) | 
numbered code оп all cartridges sold. If the cartridge case or chip is tampered with, damaged or abused, warranty will not be honored. Order with confidence. Bold Face cartridges 
coming soon. 


SHIPPING INSTRUCTIONS: Send to PLAY IT AGAIN Dept. 1B 67-258 186 Lane. Flushing, N.Y. 11365. Please Print Clearly. Wrap cartridges securely. If you send ( 3) ' ‘Hs 
Nintendo cartridges at one time we will add $2.00 to the total amount due. Please ship by Ü P.S. We will deduct $1.00 for each missing instruction booklet, 50 reed — - | 
case for Nin cartridges and $2.00 for missing 3-D glasses. $3.00 will be deducted for an cartridge we have to ship back to you. If your package is not received by Feb. 28. 
1990. we will pay you using price list #16 effective Mar. 1. 1990. We рау $1.00 for broken Nintendo cartridges. 


t related to or endorse by an of the manufacturers of the products contained in this list. We reserve the right to refuse an \ 
ооли without notice. Not ыйда for typographical errors. All items subject to availability. © PLAY IT AGAIN 1989 АЙ Rights Reserved. 


y purchase or sale. Price 
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Modem owners! VG&CE can be 
reached online with comments 
and hints. We'd be happy to hear 
from you. Electronic Mail can be 
sent to us on the following 
systems: 

CompuServe: 70007,3554 
GEnie: VIDGAME 

DELPHI: ANALOG2 

MCI Mail: VIDGAMES 


If you'd like more information 
on how these systems operate 
and how to sign up, give them a 
call and tell them VIDEOGAMES 
& COMPUTER ENTERTAINMENT 
Magazine sent you! 
CompuServe: 1-800-848-8990 
GEnie: 1-800-638-9636 
DELPHI: 1-800-544-4005 

MCI Mail: 1-800-444-6245 


SUPREMACY 
в о а - 
Crisis in the Far East 

In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back...or escalate to о 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy’ - the world conquest board 
game fought in the nuclear age. 


FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 
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Cape Cod Connection 
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Game Kleen 

HAL America 
Hudson Soft 
Jaleco 
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Konami 

LJN Toys 
Lucasfilm 
Mediagenic 
MicroProse 

Naki 

NEC Technologies 
NTV International 
Origin Systems 
Play It Again 
Readysoft 

Sega 
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Ultimate Game Club 
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Video Replay 
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Each issue is loaded with: 


e Sneak Peeks and Previews on the latest games! 
e Hints and Tips to help you win! 


e All the hottest information on the TurboGrafx-16 system 








P.O. BOX 16928, N. HOLLYWOOD, CA 91615 


Sign me up for 6 issues of ТиввоР: ду at the special charter subscription rate of only $9.95! 
| Ll Payment Enclosed — Charge Му O VISA [J MC 
cons IL e so ARIF 


ADDRESS _ Halle m Ар EXP 


س ا حح يھ ڪڪ 


CITY/STATE/ZIP 


х FOREIGN-—Add $1 
Your first issue will arrive in 6 to B weeks. OREIGN—Add $10 per year 


SS. SIGNATURE _ 


NEC and TurboGrafx-16 are registered trademarks of NEC Home Electronics (U.S.A, j Inc MAKE CHECKS PAYABLE TO LFP, INC OFFER EXPIRES APRIL 30, 1990 CKOAW 





Pinball is famous іп video 
game history. Challen: 
your skills against ROCK"N" 
BALL'S brand- new twists 
on this popular game. 





















Nostalgic pinball is back with some very 
modern concepts! Enjoy seven different 
games with six different characters such as 
Twister Tom for Pinball, Rock'n’ Roller Billy 
for Sports Pinball...etc.! Team up with your 
favorite ROCK'N' BALL character and reach 
for higher and higher scores! 











Choose one ol the six Place you bets and qo ВОМВЕН THUNDER SOCCER ІСЕ HOCKEY 


ATTACK 
different characters and for "bonus power" іп Challenge your friend This may be the most Aim for the spinner and An exciting. dynamic Hasty movements on 
play this traditional this Bingo Inspired оғ the computer in this simple of all three hit the targets of “stop”, and speedy soccer = the ice can bead to а 
version of pinball by game of pinball. With explosive game. Try to Battle Flipper games, "help" and "attack" to pinball game! missed shot for the goal. 
yoursell or against your practice and acquired match the images in but И takes technique take advantage of your Consider the effects of 
friends. The most akill- skills, you can advance the windows and enjoy to protect your goal opponent. You can also slippery ice when you 
ful players will be chal- to а higher, more some very special and defeat your move both flippers back play this challenging 
lenged by а special level challenging level. effects. opponent. and forth across the game! 
with a very sophisti- screen to sabatoge him 
cated game. and win. 


Many more new and exciting games are soon to be released from NT'VIC" 
Keep your eyes open and look forward to playing these new games 
in the very near future! 
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reetings folks, from fabu- 
lous Las Vegas, new home 
of yours truly, the Game Doctor. 
Yes, the move is over, and | now 
find myself in the world of neon 
lights, showgirls and missing pay- 
checks, enjoying the marvelous 
weather and frittering away my 
retirement money on slot machines 
and keno. 

But don't worry, | haven't forgot- 
ten old business: specifically, we 
have a winner in that Name-the- 
Missing-Video-Game-System con- 
test mentioned a few issues back. In 
case you missed it, the Doctor 
named every video-game system 
his no-longer-nimble brain could 
recall. At the time, however, one 
system was intentionally left out in 
hopes that some historically mind- 
ed reader would fill in the gap. 

The response to this little compe- 
tition was, to say the least, over- 
whelming. Literally hundreds of 
entries have poured into my new 
office. | quickly decided that | would 
read the mail as it arrived, and the 
first reader with the correct answer 
would win the unstated prize. 
Believe it or not, of all the entries 
that have swamped us here in the 
game suite, so far we have only got- 
ten one correct response. We'll con- 
tinue to read all entries, of course, 
and mention any other correct 
guessers in future installments of 
Game Doctor, but the winner is, and 
will remain, Jayson Hill of 
Knoxville, Tennessee (one-time 
home of the Magnavox Odyssey!). 

Jayson correctly tabbed the RCA 
Studio 2 as the missing system. 
This long-forgotten machine came 
up short when compared to the 
competition (for one thing, it was 
only a black-and-white system) and 
quickly disappeared from the scene. 
But Jayson remembered it; so he 
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The Old Desert 
Rat Solves 
Your Gaming 
Problems 





by 
The Game Doctor 


has won himself several pins, but- 
tons, etc., from the Doc's own col- 
lection of video-game memorabilia. 
Jayson also mentioned several 
other systems in his letter, and we'll 
discuss why those were not correct. 


а ом ТТЫ. 


l'd like to undertake the chal- 
lenge to name the video-game sys- 
tems that you failed to mention in 
reply to a letter in your September 
1989 column. 

The RCA Studio 2 was released 
about the same time as the Channel 
F. The Emerson Arcadia was 
released around the time of the 
Atari 5200 and ColecoVision. The 
system known as Ultra-Vision was 
supposedly released, but | never 
saw it. The Atari XEGS, though real- 
ly an 8-bit computer, was released 
as a game machine. 

The last and most glaring omis- 
sion was the Vectrex system by 
GCE/Milton Bradley. That system 
was truly outstanding and deserved 
a bigger following than it had. 







Did І forget any? | 

P.S. l've enclosed a listing of my 
[game] collection. l'm sure it pales 
in comparison to yours, but I'm 
proud of it. 


—4Jayson Hill 
Knoxville, Tennessee 


And the Doc is proud of you, 
Jayson. But let's take care of some 
of your other guesses, which reflect 
the answers given by the majority 
of other contestants. 

The Emerson Arcadia was origi- 
nally released as the Arcadia 2001, 
which | mentioned, and as you say, 
the Atari XEGS was really just the 
XE computer in a slightly revamped 
package. The Ultra-Vision system 
was never even built, to my knowl- 
edge. The Doc personally attended 
both the New York press confer- 
ences scheduled to announce this 
dream system (which included a 
built-in chair equipped with joy- 
sticks, stereo headphones, etc.), and 
at both shows the Ultra-Vision was 
a no-show. 

Now to the system most fre- 
quently mentioned by contestants, 
the GCE Vectrex. The Vectrex was/is, 
as Jayson notes, a marvelous game 
system. Unlike other video games, 
the Vectrex does not use raster-scan 
technology (which all television sets 
employ), but a system known as 
“vector graphics.” Vector systems 
produce incredibly bright and even- 
ly illuminated lines but don't fill in 
areas with color. Instead, objects 
take on a crystalline, three-dimen- 
sional look. Classic coin-op games 
that used this technology include 
Asteroids, Star Hawk, Star Castle 
and Battlezone. 

However, using the standards 
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and categories created back іп Е/ес- 
tronic Games magazine earlier this 
decade, the Vectrex is not considered 
a video-game system for one simple 
reason: It doesn't hook up to a TV 
set. It is therefore classified as а 
"etand-alone" or self-contained sys- 
tem, just like a Fidelity Chess Chal- 
lenger or a hand-held system like 
Nintendo's Game Boy (which would 
be further subclassified as a "hand- 
held stand-alone"). 

Let's also look at some other sys- 
tems that might have been includ- 
ed. The View-Master Interactive 
Vision system uses a combination 
of videotape and video-game tech- 
nology to create a different kind of 
game system, similar to the Captain 
Power game of a few years back. 
Adventure Vision was, like the Vec- 
trex, a stand-alone. The Coleco 
Gemini was an Atari 2600 adapter 
for ColecoVision. Other systems, 
like the Famicom (Japan's version 
of the Nintendo Entertainment Sys- 
tem), don't count until they're actu- 
ally released in this country. 

In any case, Jayson was the first 
reader to name both the Vectrex 
and the Studio 2, so he's our win- 
ner. Your prize package is on the 
way, Jayson—and that's some col- 
lection of games you've got there! 


қ оп 


In regards to the multitude of 
Pong-type game systems made in 
the early to mid-'70s, did you ever 
see the Atari Video Pinball Model C- 
380 that not only played an early 
version of Atari's Video Pinball, but 
also played the first home version 
of Breakout that I’m aware of? 

| hope my list jogged your mem- 
ory. The old days of video games 
are still the best! 

—Robert Burtt 
Annandale, Virginia 


Ті 
Loved your letter, Robert! The list 


Robert is referring to contained sev- 
eral systems that l've already dealt 


with (Vectrex, UltraVision, Coleco 
Gemini, Atari XE, etc.) and one that | 
haven't: the Coleco Telstar Arcade, 
which used triangular cartridges and 
also boasted, as | recall, a light gun 
and steering wheel. 

To the best of my knowledge, 
however, despite its use of car- 
tridges, the Telstar was a dedicated, 
rather than a programmable, game 
system. I'm certainly willing to listen 
to other opinions on this subject 
and, at least provisionally, I’m going 
to give Robert an honorable men- 
tion. If he sends me his T-shirt size, 
‘ll send along something from the 
Doc's collection. Same deal goes for 
Jayson. 

As for that Atari Video Pinball 
system, the Doc did indeed have 
one—got it on sale after the dedicat- 
ed systems were all dumped for 
around $12—and it was great! 
Played the best home video-pinball 
game of its era and did indeed 
boast the first home appearance of 
Breakout. 

The Doc also got tons of letters 
from people begging him to set 
them straight on which of the new 
16-bit video-game systems is "best." 
As you should all know by now, dif- 
ferent systems are "best" for differ- 
ent people, and both the TurboGrafx- 
16 and Genesis systems have 
strengths and weaknesses. There 
are, however, several wildcards in 
this deck, and the Doc will be very 
surprised if at least one new player 
doesn't enter the market by summer 
with yet another 16-bit game player. 

That player is not likely to be Nin- 
tendo, however. Nintendo made the 
decision to hold back their 16-bit sys- 
tem, the Super Famicom, from the 
U.S. market, though it is already 
available in Japan. Remember, the 
NES was around for quite a while in 
Japan before it crossed the Pacific, 
and Nintendo is not looking to cut 
the throat of this still vastly prof- 
itable system, especially with Game 
Boy doing fairly well. Then again, if 
either or both of the new 16-bit sys- 
tems really takes off, will Nintendo 
sit by idly and risk losing a foothold 
on the next generation of gaming 
technology? 


The Doc has never had much 
patience with the wait-and-see men- 
tality that keeps so many people 
from enjoying electronic entertain- 
ment. In cutting-edge, technology- 
driven fields like this, there is always 
a better, cheaper system waiting 
around the corner, but what about all 
the great games you're missing 
now? Nevertheless, this 16-bit video- 
game market is still in flux; so if after 
checking out the existing systems 
you don't feel a great affinity for any, 
it might pay to stick with your exist- 
ing system for another month or two 
and see what shakes out. & 
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Асе is being attacked 






Yu by the evil commander 

N Bort who plans to take 

4 over the Earth by using his 

X dreaded weapon.. ће Infa nto Ra /. Only 
м you can guide Ace through treacherous 
| battles to destroy the Infanto Нау Sa е! =arth 


and rescue the beautiful Kimberly. | 













Space Ace" the arcade follow-up fo De 1 
Lair* is now available with the bre | 
animation and sound of the origin 
Advanced compression techniques 
fast action scenes to be brought to 
computer. | 
Also available or coming soon for Apple NGS and Comma 

Amiga^ Atari ST * IBM * 





$ e 
"Т э АШ» | Fa 


‘= OMM Lr = 
Dragon s Lair Space Ace and Bluth Group, Ltd. are registered trademarks owned by and used under li dg 
Bluth Group Lid: Character Designs € T983 Bluth Group, All rights reserved; Space Ace progi amming 
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AFTER А PROLONGED SILENCE, THE LEGEND RETURNS! 
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Hiryu-no-Ken, master of the - 
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legendary Shorinji monastery. SSAA Y т 
But from а world of darkness, i fram at Shorinji to 
the evil Tusk Soldiers howe master the sophisti- 
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scrolls of Hiryu-no-Ken. 
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In the ancient art of Kung-Fu, nothing is more important than a strong defense; there's 
a lot тоге to fighting than just attacking. Thats why FLYING DRAGON is the most 
realistic kung-fu game you've ever played. The moves ore authentic and sophisticated, 
while the added support of artificial intelligence 
programming makes possible a fighting game 
that’s unlike anything else, and unsurpassed 


їп realism. If it's intense, realistic kung-fu /ъ 


action you re looking for, nothing come close to £o s; no nj м- Із ғ Inm н 
the thrill of FLYING DRAGON:The Secret Scroll. CULTURES BRAIN, 





CULTURE BRAIN™ and FLYING DRAGON™ 
are trademarks of CULTURE BRAIN U.S.A., Inc. 15315 N.E.90th Redmond Washington 
ІМ and С 1988 CULTURE BRAIN U.S.A., Inc. ' | | 
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id you see the big network TV 
special about computer games 
last night? How about that 
best-selling book? Get the autograph 
of your favorite designer at the 
national electronic-games 
convention? It's safe to say that your 
answer to all of these questions was 
most likely an unhesitating "No!" 

There's a good reason for my 
certainty. None of this stuff has 
happened yet nor is it likely to 
materialize in the foreseeable future. 
This news probably comes as no 
surprise to the knowledgeable readers 
of this esteemed publication. On the 
other hand, the current state of the 
entertainment-software universe 
would shock a compu-gaming Rip Van 
Winkle. 

Someone who passed out after a 
heavy New Year's Eve party in 1980 
and revived just in time to attend one 
of 1990's end-of-the-decade bashes 
would want to ask the computer 
community some embarrassing 
questions that all boil down to one 
big stumper: Why don't more people 
love computer games? 

The future of home-computer 
games looked so promising at the 
start of the decade. There has been 
progress, to be sure, but where is the 
much-predicted breakthrough to the 
mass market? 

The public's interest in computer 
games rose, fell and rose again 
during the decade and it's been more 
like a back-and-forth shuffle than a 
steady climb to higher ground. The 
percentage of Americans who 
regularly play computer games is 
only slightly higher today than it was 
in 1981 when Bill Kunkel, Joyce 
Worley and | assembled the first issue 
of Electronic Games magazine. 

The easy answer is that playing 
electronic games is a sophisticated 
pastime that only a sliver of the 
population can understand, 
appreciate and enjoy. We heard this 





VG&CE * JANUARY 1990 





Calling All 
Gamers! 


by 
Arnie Katz 


(Writer, editor, lecturer and 
game designer Arnie Katz knows 
the field from every perspective. 

Each month, his column takes 
readers inside the world of video 
and computer games. This 
month, Arnie tackles the question 
of why computer gaming isn't 
growing fast and what typical 
gamers can do about it.) 


reasoning quite often at industry 
meetings in the mid-'80s. It was bull 
then and it is bull now. Thankfully, no 
one has been able to say it with a 
straight face since Nintendo ignited 
the video-game renaissance. It took 
that Japanese gamemaker about two- 
and-a-half years to match, and then 
surpass, the market penetration of 
home computers. And that doesn't 
even count the sales garnered by 
Atari, Sega and now NEC. It's enough 
to give an avid computer gamer an 
inferiority complex. 


What's Wrong With Home Computing? 

A book could be written to explain 
the slow growth of computerized 
entertainment, but there are five 
factors that stand out as the major 
reasons for the lack of mass 
acceptance: 

* Computerphobia—Before 
someone can become a computer 
gamer, they first must have a 
computer. Despite the widespread use 
of computers in every phase of 
society, there is still a surprising 
number of people who have no 
personal hands-on experience with a 
desktop machine. They have not 
made the leap from owning a 
microwave oven with microprocessor 
control or using a computer at work to 
the idea that having a machine at 
home would be worthwhile, even fun. 

Frankly, this is something that's 
outside the control of the leisure- 
software publishers. The hardware 
can't win wide acceptance until a 
manufacturer offers a truly user- 
friendly appliance unit at a reasonable 
price. The Macintosh satisfies the first 
condition, the IBM PC and 
compatibles fulfill the second, but no 
brand covers it all adequately. Until 
they do, don't expect to find a 
computer in 50% or more of U.S. 
homes. 

* Lack of customer support for 
hardware—Tried to get a Commodore 
disk drive repaired lately? Or how 
about an ST? Macintosh and IBM PC 
service facilities are plentiful, at least 
in major metropolitan areas, but too 
many computers gather dust for want 
of skilled repair. When a computer can 
be repaired as conveniently as a 
television or refrigerator, the public 
тау start to feel differently about 
computers. 

e The dominance of form over 
content—Technology is so important 
in computing that publishers 
frequently give super-techies free 
reign in the design and development 
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of games. Many aren't really gamers-- 
they want to show how well they can 
make those chips dance the polka. 
The goal of creating a compelling 
interactive-play experience is easily 
lost in a miasma of 
bells and whistles. 
* Piracy—The 
software black 
market undermines 
the industry's 
economic base. 
By keeping paid 
sales artificially 
low, program 
theft prevents 
publishers from 
spending money 
on research and 
development. It 
also depresses the 
return to game creators, making it 
harder for designers to earn enough 
to keep them working full time. 
George Lucas couldn't have done Star 
Wars if he had had to divide his 
energies between filmmaking and a 
full-time job. 

. Stone-Age retailing—Stores 
merchandise software better than 
they did five years ago, but there's 
still a long way to go. Computer 
specialty stores in particular ought to 
check out how similar outlets in other 
fields conduct business. Where else 
can you buy an item for $50 and not 
even get an advance peek? | can 
understand why store owners don't 
want to pay clerks to show off 
budgetware, but surely someone 
buying "top shelf" products ought to 
be able to see a little of what's inside 
the box. 

We Can Make It Better 

Now is the time to come to the aid 
of your hobby—and have a lot of fun 
doing it. If we stop being the silent 
minority, our increased visibility will 
excite the interest of many who 
simply haven't been motivated to try 
electronic gaming yet. 

Game-lovers can't manufacture 
friendlier computers in their 
basements or directly solve the other 
problems. However, a vocal hobby 
group could focus the attention of 
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those who can do something about 
serving the needs of gamers. 

Let's look at what other groups do 
to promote and strengthen their 
hobbies. Don't imagine that computer 
gaming's 
growing 
pains are 
unique. This 
story has 
been told, 
with minute 
variations, 
many times. 
Science 
fiction was 
once a sliver 
of trash 
literature 
read by a 
few grubby 
bohemians. Today, science fiction 
permeates every aspect of the arts 
and media. Comic books were once 
branded the passion of dullwitted 
children and the cause of juvenile 
delinquency. Now, graphic novels like 
Watchmen chalk up megasales, and 
Batman is on its way to becoming the 
most-watched movie of 
all time. 

Computer gaming is 
in roughly the same 
position today that 
science fiction held in 
1930 or comic books in 
1950. A lot of people 
write regularly to the 
professional computer 
magazines, but there is no 
mechanism for these people to 
contact each other. The answer for 
these two interest groups was to get 
people writing and talking about their 
hobbies, meeting each other in clubs 
and conventions, and generally 
creating rallying points for like- 
minded individuals. 

And don't tell me about user 
groups. These are fine organizations 
to be sure, but they are not gaming 
groups. User groups are for computer 
hobbyists; we need ways for 
electronic gamers to express their 
enthusiasm and feel others' 
excitement. 










Computer-gaming fandom does 
not exist, but we—all of us who love 
these games—could make it happen 
almost overnight. No hobby group 
has ever been in a better position to 
build a fandom than computer 
gamers. Consider our advantages: 

* We are all literate. Anything pro- 
wrestling or monster-movie fanatics 
can do, we can do better. 

* Unlike science fiction and other 
hobbies previously mentioned, 
computer gaming is interactive; we 
aren't a passive audience. That ought 
to make it easier for fans to break out 
of their isolation and do something 
positive. 

* Computer gamers all own or 
have access to a computer, which can 
be used to write, duplicate and 
distribute materials to other 
hobbyists. 

* Desktop publishing, available to 
every computer owner, removes the 
drudgery of doing small-circulation 
publications. Try writing on a manual 
typewriter and reproducing the 
publication with a hectograph if you 
want an idea of how things stood in 
sci-fi fandom in 1935. 

What Do Computer 

Gaming Fans Do? 

Choice of activities is a 
matter of personal taste, 
but here are a couple of 
possibilities: 

. Publish ап 
electronic-gaming 
fanzine—Ever wish 
you could share your thoughts with 
other gamers? You can, by producing 
a small newsletter or magazine. Sure, 
it won't look as fancy as VG&CE Or 
have a six-figure circulation, but 
presenting your ideas to 50 to 200 
hardcore, knowledgeable gamers can 
be very rewarding, and it isn't 
prohibitively expensive, either. You 
can review games, talk about your 
favorites, interview designers and 
programmers, print cartoons about 
gaming and anything else you want. 
After all, it will be your magazine. 

You can also trade your fanzine for 
other publications, written 
contributions from other fans or 
Continued on page 111 
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Revenge i; Gator . 


‘Gators galore! Eight scrolling screens—secret 
entrances to bonus areas—bungry ‘gators 
that unexpectedly swallow your ball and 
move it to a new screen—all in a package 
you can slip into a pocket and take with 
you anywhere. You d need a pinball 
machine the size of the Everglades to hold 
all this excitement, but Hal America and 
Game Boy make it portable. 


SHANGHAI! . 

; . The game that took over 2500 years to develop— 
ER and at least that long to master! A seemingly 
> endless number of variations of the playing 
board, eacb witb five increasingly difficult 
stages to unravel. Play tbe original ver- 
sion, using Mab Jongg tiles, or the updated 
version using the alpbabet. We can teach 

you bow to play tbe game, strategies, even 
bow to read tbe Cbinese cbaracters—tbe 
only tbing we can t teacb you is bow to quit! 


Licensed by 


(Nintendo), HAL AMERICA INC. | 
The Тано. Specialist. 


7873 S.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 * Fax 503/641-5119 : 
Nintendo, Game Boy and the Official Seals are trademarks of Nintendo of America Imc. © 1989 Nintendo of America Inc. 21989 HAL AMERICA INC. 
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John Madden Football 


ELECTRONIC ARTS 
Versions: Apple ІІ Series, 
IBM PC ($49.95) 
1987-88 NFLPA Players Disk for IBM 
PC ($24.95) and 
Apple ІІ Series ($29.95) 

John Madden Football, by Robin 
Antonick and John Madden, is an expert- 
system gridiron simulation that gives the 
user a unique insight into 
pigskin strategy and tac- 
tics. The IBM PC version 
represents an extensive 
redesign from the Apple Il 
version of the same game 
released last year. The new program is 
much easier to play, but will still present à 
major challenge to all but the most hard- 
core football fanatics. 

Positioned as a 
companion piece to 
Eddie Dombrower's 
Ear! Weaver Baseball 
(EA), it is immediately 
obvious that, despite 
their comparable pop- 
ularity, there is a 


RATINGS 


Sound/Music 
Graphics 
Playability 


Overall 


major difference 
between baseball апа 
football. Whereas 


anyone who grew up 
watching and playing 
baseball is intimately 
familiar with its rules 
and protocols, very 
few people really | 
understand the intri- | 
cacies of the gridiron. 
Even regular viewers 
often miss the distinc- 
tion between the 3-4 
and 4-3 defenses, 
which side is the 
"weak" side and what 
the "chalkboard" real- 
ly means. Football 
professionals study 
thick playbooks full of 
variations, flexes and 
red dogs, but most 
gamers will not want 
to commit similar 
amounts of time to 




















playing a football simulation. 

None of this is intended as criticism of 
John Madden Football, which is actually 
something of a dream program for pigskin 
partisans. But this complex simulation is 
simply far beyond the skill or interest of 
the average sports fan and sports gamer. 
And unlike Ear! Weaver, which is satisfying 
even when played іп an arcade mode, as 
an action football game, John Madden still 
demands a tremendous amount of strate- 
gic input from the user. The only differ- 
ence is that the gamer enters the “Н” or 
"Hero" command just before the snap and 
thereafter takes direct joystick or keyboard 
control over the ball carrier. There is also 
an "umph bar" which gives players a sud- 
den, but brief, burst of speed. Otherwise, 
the game operates in a default 
statistical/strategic mode. 

That said, this is a football simulation 
that takes everything into account. The 11- 
on-11 contest includes: field conditions, 
weather, injuries, fatigue, substitutions, 
player ratings and much more. Strategic 
options include such subtleties as ordering 
the strong safety to "cheat up" in order to 
be stronger against the run-on defense 
and post-snap audibles when in posses- 
sion of the ball. The coach can even assign 
"group tasks" like run blocking, pass 
blocking, traps and kicks, for example. 
John Madden Football allows users to 
practice individual plays in isolation and 
offers a chalkboard mode with editing 
functions plus a play editor that lets the 
ивег/соасһ see how a play will look 
against any given opposition. 

Madden's distinctive personality is also 
on view and not just in the chalkboard fea- 
ture. Even the selection of available teams, 
show the coach's unique tastes and 
predilections. There are the All-Maddens, 
fictitious all-stars based on John's favorite 
models; the Ringers, based on the '70s 

| Steelers; and 
Oakland, 
inspired by 
Madden's '69- 
"78 Raiders). 
The entire game shows Madden's finger- 
prints, and serious fans will delight in 
many of them. 
Continued on page 112 
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AIR FORTRESS Our sboot-em-up 
with a difference! While battling your way 
through enemy defense forces, you must 
pick up tbe energy and weaponry items 
you ll need for the coming challenge. Then 
into the body of the Air Fortress itself 
where you must find your way through the 
mazes to the reactor, then plot your escape 
before the energy supply is depleted. The 
perfect combination of bigh-energy arcade 
action and brain-teasing problem solving 


ucensed by Nintendo for play on the 





ENTERTAINMENT 
SYSTEM’ 


7873 SW. Cirrus Drive, Building 25F + 





«VJ There's no macho warrior 
armed with the latest destructive tech- 
nology in this game—only our valiant 
little Lolo, taking on all challenges armed 
only with ingenuity and patience 
A game for adults as well as children, 
The Adventures of Lolo contains fifty 
different mazes of increasing difficulty 
that must be defeated, not by force, but by 
wise use of the tools at band. This is the 
game we play when the boss isn't around! 





HAL AMERICA INC. 
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HAL America 
Brings You 3 
Hot New Games! 








ROLLER BALLG The classic 
pinball game of tbe '50s, updated with the 
technology of the '80s—you've never seen 
а pinball game like ROLLERBALL. Two 
Same options, the four-screen scrolling 
excitement of Skyscraper and the one-on- 
one competition of Matcbplay, bring а 
brand new challenge for old bands and 
novices alike. At last, a video game that 
gives Dad a chance to win! And. 
ROLLERBALL won't tilt! 





Г 
i i —— чт тты ЖШ mem =a, к f Ke TM 
1 | 1 i 
—— سڪ‎ B کڪ‎ M m го “Ш 
ШШ лин М | 
E = 
L 


x esos 
| 


` We create worlds." 




















It has taken more than eight calendar years to create KNIGHTS OF LEGEND, the crowning 
achievement in medieval fantasy and role-playing. We've developed the most comprehensive 
combat system ever, surrounded by a meticulously crafted world of strategy, action and emotion. 
The lands are filled with hundreds of unique personalities and dozens of towns and hamlets — and 
the people are filled with spirit, conflict and honor. 
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IBMCOMPATIBLE VERSION ——— IBMCOMPATIBLE VERSION 
Available lor: IBM/Tandy/compatibles, C-64/128, Apple Il series; coming soon for: Amiga. Actual screens may vary. 
Can't find KNIGHTS OF LEGEND at your local retailer? Call 1-800-999-4939 (Ват to Spm EST) for Visa/MC orders; or тай check or money order 
(U.S.$) to ORIGIN. All versions $49.95; shipping is FREE via UPS. Allow 1-2 weeks for delivery. ORIGIN, P.O. Box 161750, Austin, Texas 78716. 
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readers' letters of comment. Most 
fanzines for other hobbies even sell a 
few copies to partially offset postage 
costs. 

There's no reason for video gamers 
and arcadiacs to feel left out of the 
fun. All electronic gamers are 
siblings, and fandom is big enough to 
accommodate everyone with an 
interest in electronic gaming. A 
fanzine can be written on a typewriter 
and copied using cheap photocopying 
or offset. 

. Start an electronic-gaming 
club—Put notices on BBSs and your 
school, college or local area. You'll 
meet a lot of interesting people and 
get into some good gaming. A club 
can do things that are beyond the 
reach of solo gamers, like invite quest 
speakers to meetings, stage 
competitions and hold conventions. 

Once there is a network of local 
clubs and fanzines, the hobby can look 
into such goodies as a Gaming 
Amateur Press Society and even a 
National Electronic Gaming 
Convention, complete with company- 
sponsored exhibits. Every other hobby 
has these things, and ours can too. 

Let's Get Started 

The first step is always the hardest. 
With the permission of my esteemed 
Editor, I'd like to make the first one a 
little easier. Here's what | propose: 

If you produce an electronic- 
gaming fanzine, send it to me and I'll 
review the ones | get in a near-future 
issue so other fans will hear about 
your effort. Remember, усас has а 
three-month lead time—the time it 
takes to get an issue to the 
newsstands—so please be patient. 

If you start a local club, send те 
the information. I'll announce any 
clubs and pass the data directly to 
anyone in your area who's looking for 
one to join. 

Send those fanzines and club 
announcements to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. If you have questions, 111 try to 
answer the most frequently asked 
ones in a near-future issue of VG&CE . 

Act now: Fandom is waiting to 
hear from you. 4, 
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PONTIAC бш 





WIN THIS ^58 
CHEVY IMPALA 


See details below. 









PLAY STREET 
AND YOU MAY BE DRIVING 
BACK TO THE FIFTIES. 


Cruise back to the good ol’ days of rock "n 
roll, drive-ins, and racin' for pink slips as 
you rod around town at 90 mph. 

But hev, first you || need a car. Choose 
one of the 25 classics from a "32 Ford 
Coupe to a "63 Vette, and soup it up into 
fire breathing Street Rod 
with some of the 35 
custom parts. 
| а Then, it's down to 
Bob's Drive-In where your buddies are waiting to see 
you show your stuff. Wanna drag? Out to dead man's 
curve? You'd better win or you'll never become King 
of the streets. 

Plus, you could drive away in a 58 Impala 
Street Rod or win one of hundreds of other prizes in 
the Street Rod Sweepstakes. 

Wailable for ІВМ PC" and TANDY* computers. 


California Dreams' Street Rod Sweepstakes Official Entry Form 
WIN a 1958 Chevrolet Impala! 
No Purchase Necessary. Contest Ends March 31, 1990 

























Мате _ 7 Address 
City Eo Ке State 
Zap E Phone . 





What is the driver of the '55 Chevy called? 
Sales Person's Name Store Name 
For the answer to the contest question and complete contest details, contact a participating dealer. 


CALIFORNIA | 


A nants 






= 
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The area where the game skimps, how- 
ever, is in sound and graphics. The visual 
display is a crude, top-down view appear- 
ing at the bottom of a screen that 
would've looked dated five years ago. 
Obviously, Madden's personal priorities 
were with the meat and potatoes of strate- 
gy and tactics, but from the user's point of 
view, the game has a bleak, almost remote 
look that simply does not invite more play. 

Well, as Madden himself has said about 
this game: "It should be sophisticated. 
When someone's afraid of something, 
they always use the words, 'Keep it sim- 
ple.’ All that means is, ‘Man, I'm scared to 
death." If you're doing it for simple people, 
then others are going to be bored. It has to 
be challenging." 

Okay, Coach, I'll admit it: Man, I'm 
scared to death! For real he-man football 
fans, however, John Madden Football is 
the tightest, most accurate strategic simu- 
lation available. 

(1987-88 NFLPA Players Disks will soon 
be available for both the MS-DOS and 
Apple Il versions.) 

—Bill Kunkel 

Electronic Arts, 1820 Gateway Dr., 

San Mateo, CA 94404; (415) 572-ARTS. 


Modem Wars 
ELECTRONIC ARTS 
Versions: Commodore 64 ($34.95), 
IBM PC ($39.95) 


RATINGS Modem Wars. The 
EN name brings to mind 
Graphics "ID computers reaching 
Playability 1 across phone lines to fry 
Омега!! д their opponent's elec- 
| tronic innards in a quest 
for victory. Or dis it makes you think of 
a teenager starting WWIII by playing glob- 
al thermonuclear war with his home com- 
puter, as seen in the gg z 
movie Wargames. 

These ideas are a little 
far out, but playing by | 
modem is daily becom- 
ing more popular, and 
Electronic Arts is trying to 
tap this new genre with 
their latest release by the 
veteran Dan “Seven 
Cities of Gold; Robot 
Rascals" Bunten. 

Modem Wars has its 
roots in the modern-day game of f football. 
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Football 
will never be 
the same after 
Electronic 
Arts' Modem 





Wars. 











According to the documentation, the end 
of the 21st Century finally saw the signing 
of the Global Peace Agreement banning 
all forms of violence, To "take up the 
slack," football became more intense. 
Armor and bionics replaced helmets and 
pads, penalties for personal fouls were 
removed from the 
rule books and 
knocking out the 
quarterback 
became the real 
way to win. 

In response, the 
Global Football League replaced all the 
players except for the quarterback with 
armed robots and renamed the game 
"The Sport of War." This high-intensity 
violence drew more people than all the 
other sports combined, and soon the 
Global War League constructed massive 
stadiums with multiform turf to allow larg- 
er battles on a wide variety of terrain. Elite 
quarterbacks could make outrageous 
salaries for successfully directing their 
troops from inside the relative safety of 
high-tech mobile 
command centers. 

Each game 
| begins with the 
| initial setup phase. 
Seven pre- 
designed scenar- 
ios are available, 
ranging from the 
football-like scrim- 
mage, all the way up to the massive full 
war. Each player sets up on his own half of 
the field, and the fast-paced game begins. 
There are no breaks between plays, and 
time marches on. This isn't too much of a 
burden on the computerist, however, 
because only the final destination of a unit 
needs to be set. The units move and fight 
automatically. 

The game continues until the pre-speci- 
fied timer runs out or one of the opposing 
ComCens is destroyed. While destroying 
an opponent's command center produces 
a great feeling, most games are deter- 
mined by the actual points scored. The 
post-game period features an option to 
watch the game film, which shows the 
actions of both sides during the game. It 
provides a good insight into what the 
other side was doing during play and can 
be very enlightening. 

Various scoring strategies exist, and the 
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ALL-PF 


@ 2-Player Ready! 

® Tournament Mode 

@ True 5 on 5 Game Play 
СЕЗЕ ИЕТ 

@ Player Substitutions 

@ Player v.s. Player Mode 
@ 2-Players v.s. Computer Mode 


nlendo 






VIC TOKAI SWEEPSTAKES 
22904 Lockness Ave., Torrance, CA 90501 
Name — - - 
Address — 
City 
State — Zi — 
Telephone (|) _ 
[_] Send More Infurmation 
L_J Enter Му Name in the Sweepstakes 


one chosen should depend on both the 
scenario being played 

and the playing style i ©} iJ 
of the quarterback. | и 
Sometimes it is best 
to go for an end run 
behind the opponent's back line, while at 
other times a direct attack on the oppo- 
nent's ComCen will reap better results. 
Whatever course the player chooses, the 
important thing is to continue scoring 
points at all times. The hardest thing 
about a lead is keeping it. 

The units come in several varieties. 
grunts are basic foot soldiers and perform 
many of the mundane tasks. Because of 
their speed, riders act like cavalry and can 
quickly sweep from place to place. 
Boomers are big and slow, but as the 
name implies, they pack quite a punch. 
Spies are the recon units, invisible to all 
enemy robots except other spies. They 
provide real-time intelligence on the 
enemy's movements and disposition. 
Finally, the ComCen is the player's base of 
operations; if it gets knocked out, the 
game is over. 

Modem Wars is very flexible, and many 
play options are adjustable to suit a play- 
er's preference. These include features 
affecting both the setup and the actual 
play of the game. One game may recycle 
lost robots back onto the field or another 
may be designed to give the less ехрегі- 
enced player a point bonus to even the 
odds. 

The game can be played against a solo 
trainer built into the computer, but it really 
shines when played against another oppo- 
nent over the phone lines. Establishing а 
phone link is fairly straightforward, though 
some tweaking may be required to get the 
game working with certain PC-clone 
setups. 

The main screen shows an overview of 
the entire playing field along the left-hand 
side of the window. A close-up view of the 
area around the current unit is shown in 
the upper-right corner of the screen, with 
that unit's information displayed in a box 
just below. Finally, a text message area 
occupies the bottom of the screen to allow 
communication between the players dur- 
ing play. 

The game features an overhead per- 
spective for all map views. While the 
graphics themselves will not win any 
major awards, they are adequate for the 
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With the help of 
chromoskimmer, 


Where in Time Is 
Carmen Sandiego? 








task and crisp and clear enough to support 
game play. 

Modem Wars effectively combines both 
elements of strategic planning and quick 
reaction. While the steady tick of the clock 
may scare away some traditional board- 
gamers, the flow of play is fairly easy to 
pick up. It will take some time, however, 
for a player to become an outstanding 
quarterback. 

Unfortunately, the necessity of a human 
opponent for truly good play may limit the 
potential market for Modem Wars. But 
those with telecommunications equipment 
have a new source of high-tech entertain- 
ment that can occupy many of their future 
gaming hours. 

—R. Bradley Andrews 


Electronic Arts, 1820 Gateway Drive, 
San Mateo, СА 94404; (415) 571-7171. 


Where in Time Is 
Carmen Sandiego? 
BRODERBUND 


Versions: Apple ІІ ($44.95), Apple 
1165 ($44.95), ІВМ РС ($44.95) 


This probably won't 
| come as a big surprise to 
you, but Carmen 
Sandiego is at it again. 
Yes, Carmen and her 
gang of thieves (made 
famous in Where in the 
World Is Carmen 
Sandiego?, Where in 
America ls Carmen 
Sandiego? and Where in 
ы ÓZE Europe |5 Carmen 
"— Sandiego?) are back, this 
time pilfering rare objects 
and escaping into the 
| mists of antiquity. That's 
right, time; more specifi- 
cally, the past. 
Fortunately, the game is 
set in the future, so the 
user, as a member of the 
Acme Detective Agency, 
has access to the compa- 
ny chronoskimmer. This 
extremely helpful inven- 
tion is all the gamer 
| needs to run Carmen and 
company to Earth, some- 
= where between the years 
400 A.D. and the 1950s. 
| Continued on page 125 
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Continued from page 10 
THE DOCTOR IS IN 
Dear vG&CE: 
| just love reading your magazine! 
l've bought all of your issues so far, 
and plan on buying everything to 
come. Your maps and strategies on 


video games are excellent as well. ` Receive Top Dollars 4 
In your latest issue, you mentioned For Your Used ollars ad lo! 


the fact that you were expanding. | 





Game: 
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| REQUIRED 


CALL TODAY OR WRITE TO: (612) 541-9021 


the good work! 





—Mark Marshall 
Evansville, Indiana 











Glad to see you enjoved r fea- | rm. To Purchase: Send check or money order to FUNCO, INC... 

я you enjoyed our tea FUNCO, INC. 3233 Gettysburg Court, New Hope, MN 55427. Add $350 Ship- 
ture, Mark. We try to stay on top of all "The Fun Company" ping plus 50° per game. eta a by credit 
the latest developments within the 3233 Ойун A à 

мегі нер ИРГИ athe To Sell Us Games: Call us first for rrent prices. All pted 
world of gaming, especially one so New Hope, MN 55427 games are paid within 48 hours of jee games. Prices бөлей 
potentially exciting as this. | on game, instructional manual, and original box. Subtract $1.00 
| 3 ) | LIVER E | for missing manuals. Call for prices if missing original box. 
Stay tuned for more information! 4 | ЕЕС We Reserve The Aight То Fieluse Any Purchase Or Sale 
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YOU CONTROL THE GREATEST HIGH-TECH TANKS ІМ THE WORLD. YOU ARE ON А PRISON PLANET TRYING TO 
ARREST SOME ESCAPED CONVICTS. PROGRAM AND LEAD YOUR TEAM OF TANKS TO TRICK YOUR OPPONENT! RAY 
TRACED 20 UNIVERSE, MULTITASKING, ONE OR TWO PLAYERS ARE THE FEATURES OF THIS GAME. 





vou ARE THE SWORD MASTER, Д. DEFENDER ОҒ BELLOTH REALM. GUEST THROUGH FIFTEEN LEVELS AND FIVE ERAS 
OF MAGIC GRAPHICS. LEAD YOUR ENCHANTED POWERFUL WEAPONS AND SPOIL THE MALEVOLENT TRAPS, TO 
LIBERATE THE PRINCESS 7 TANYA FROM THE CLAWS OF RED SABAT THE SORCERER 


ILD STREETS 





ASUPERCOP AND A BLACK PANTHER TEAM TOGETHER ІН А HIGH RISK MISSION. “A TOP CIA AGENT HAS BEEN 
КІОМАРРЕП, FIND HIM! YOU KNOW THAT ACTION AND FIGHTING IS INEVITABLE". YOULL HAVE TO VISIT THE CITY 
SLUMS TO FIND HIM AND PROTECT YOU BOTH FROM MOBSTERS, PUNKS AND OTHER AIFF RAFFS 


ҒАШ sur 












YOU'RE RACING AGAINST TIME AT 200 MILES PER HOUR. PLAN 
STOP YOU IN YOUR MISSION. 380 DEGREE SPins, AND 
THRILL OF SPEED. DONT JUST TAKE OUR WORD, 


FRE 
NA N D 
E Т 


F O Е С 


FACE THREE LEVELS OF SIX 
CONFUCTS, ғасы SPORADIC 
WARFARE TO TOTAL WAR 
NEVER LOOK BACK! IT COULD 
BE YOUR LAST MISSION, ONE OR 
TWO WARRIORS CAN TEAM UP 


VIVAR 


MAKE YOUR WAY THROUGH THIS 
STRATEGIC PUZZLE OF ЕКІНТҮ 
WORLDS ҰЯТЫ YOUR MAGNETIC 
CONTROL UMT. BUT BE 
CAREFULL, THE ULTRA-FAST 
BCROLLINQO HAS ALREADY CAUSED 
SOME MENTAL BREAKDOWNS. 


AT THE WHEEL OF YOUR FABULOUS FERRARI Ғ40, 
YOUR ROUTE, BUT BEWARE OF POLICE THAT WILL TRY TO 


Slick up YOUF | | REALISTIC 30 ROAD JUNCTIONS WILL MAKE YOU SENSE THE 


а А . BURN SOME RUBBER. 
Joystick it's hot! 


YOU ARE AM OFF EMORE WARRIOR AND 
YOUR FIRST ARENA, FULL OF FANS, IS 
WAITING FOR YOU. STRUGGLE AGAINST 
ROCKS, WAVES АМО OPPONENTS IM А 
DEADLY GAME. ONLY FEW САМ LEAVE 
ALIVE. DO IT OR DIE!!! 


| iit he м | © wo 3 CARS 


MOST PRESTIGIOUS CARS IN THE 
WORLD'S CRAZIEST RACE 


THROUGHOUT THE UNITED STATES 
PREPARE TO START, READY? Go!!! 


20432 CORISCO STREET, 


CHATSWORTH CA 91311 
818-709-3693 


CIRCLE $145 ON READER SERVICE CARD 
© TITUS 1989. TITUS AND THE TITUS LOGO ARE REGISTERED TRADEMARKS OF TITUS SOFTWARE CORP. 





Get Ahead of the Pack 
With Operation Wolf 


Versions: Amiga, Atari ST, 
Commodore 64, IBM PC 


Operation Wolf is an arcade shootout 
in which players try to blast their way 
through an enemy fortress as they try to 
rescue civilian captives. During the 
game's six missions, the player must 
destroy all of the enemies while 
sustaining minimal 
damage. Victory is 
accomplished by 
escorting the 
hostages to an 
escape plane 
waiting on Level 6. 

The secret to 
Operation Wolf lies 
in aiming the gun. 
The cursor is not 
as quick as on the arcade version, and 
the bullets seem to lag a split second 
behind the moving crosshair. This must 
be compensated for by leading all 
moving targets slightly. This isn't so 
important when firing at a wide object, 
such as a tank or gunboat, but it 
becomes crucial when shooting enemy 
helicopters due to the narrow target 
they provide. 

Try not to fire the machine gun 
continuously. This wastes a lot of 
valuable ammunition that will be sorely 
missed later on in the game. More 
important, however, is that continuous 
fire causes the game to slow a bit and 
become choppy. This makes the 
crosshair jump slightly, throwing off a 
player's aim. 
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Telling you to avoid the 
enemies' shots is 
simple, but Operation 
Wolf isn't 
that easy. 





Always shoot the most dangerous 
enemies first. The tanks that come 
across the screen at close range are the 
most dangerous. Each one should be 
shot immediately, before its turret can 
turn and fire. Next, aim for the gunboats 
and enemy helicopters. They are also 
deadly but, due to their distance, are 
more likely to miss a few shots. 

The next enemy to concentrate on 
are the soldiers in gray and the 
commandos who fall to the ground and 
roll. The guys in gray are more accurate 
sharp-shooters and сап cause 
substantial damage. They usually 
absorb two or three shots before they 
go down, so make sure they have 
disappeared before moving on. The 
soldiers who roll require only one shot 
to kill, yet they also seem to have better 
aim, so they should be wiped out as 
early as possible. 

Dealing with hostages correctly is a 
very important element in this battle. 
The instructions warn the player not to 
shoot any innocents at all. This is sound 
Em advice, 
most of 
| the time. 

Morbid 
as it may 
sound, it's 
sometimes 
better to 
kill an 
innocent if 
they are 
running in a pack of enemy soldiers. As 
the old saying goes, "Better him than 
me!" However, this should only be done 
in the first two screens, where shooting 
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civilians does not penalize the player in 

any way. In the later levels, killing the 

hostages costs the player points and 

maybe even the game if there are none 

left alive to board the escape plane. 
HIGH SCORING 


The way to rack up high scores in 
Operation Wolf is to learn the tricks of 
the trade. First off, try to hit any of the 
bonus items that may appear, since 
maintaining a constant supply of 
ammunition is 
crucial in this game. 
Shoot at all animals, 
for they will often 
drop something of 
value when hit. 

Another object to 
master is the 
dynamite. While it 
may seem smart to 
wait until a bunch of 
men appears before 
detonating, this is not the case because 
the ones who are there will be firing! 
Instead, set off the dynamite right 
away. It's worth 500 points and will 
take out any bad guys in the immediate 
area. To earn extra points, try to hit the 
paratroopers before they touch ground. 
Hitting a man in midair earns the 
player twice as much as waiting for 
him to land. 

A big bonus can be obtained by 
firing at the coconuts on the palm trees 
on Level 2. Fire once to knock them 
loose, then shoot again as they fall to 
earn 5,000 points or an extra grenade. 

Save the hostages at all costs in 
Levels-5 and 6. They are worth big 
points, and killing them will damage 
the player's chances for a high score. 











Finally, remember to use the ч Ё 


grenades with care; they will be 
needed later on in the game. When 


using grenades, wait until two or three | 


enemy vehicles are present and take 





them all out at once. Don't wait too MK 


long, though, because once a vehicle's 
gun turns toward the screen, it's 
curtains for Operation Wolf! 

—Frank Tetro, Jr. 
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Hit the Road With a Vette! 
SPECTRUM HOLOBYTE 
Versione: Мел, amm PC, 


In Spectrum Holobyte's newest 
release, the player gets behind the 
wheel of the world's finest street 
machine, the Corvette. The challenge is 
to blow away the competition in a cross 
California run. Players choose from four 
different Corvettes, as well as four 
challengers, ranging from the relatively 
slower Porsche to the quite competitive 
Ferrari Ғ40. The game features four 
possible runs and multiple difficulty 
levels to challenge the most seasoned 
video racers. 


THE BASICS IN DRIVING 


The only way one can be successful 
in Vette! is by mastering the simple yet 
fine art of driving a sportscar. Start out 
the first few races slowly, getting a feel 
for the way the car handles. Use the 
center-lane key to keep the car in a lane. 
Players may avoid oversteering by 
holding down this key while driving, 
releasing it only to switch lanes. 
Although the game defaults to the "in- 
car" view, this is not the best angle to 
see upcoming cars from any great 
distance. instead, switch to the 
helicopter view and adjust the angle to 
about 45 degrees. This will give the 
player a bigger jump on cars coming up 
on the Vette. 

In the event of a collision, 
immediately hold down the accelerator 
while pressing the center-lane key in 
order to get the car back up to speed as 
fast as possible. If the damage was to 


| the car's engine, note the top speed that 
| the car now travels at. If it's below the 


top speed of the competition, seek out a 
gas station and pull in-between the 
building and the pumps to initiate 
repairs. 


THE COURSES 


Once you're comfortable with driving 
the car, the next strategy is mapping the 
course. The competition will always 
take one of the shortest paths to the 


finish, so players must be ready with а 
Continued on page 122 
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Phantom Fighter is the martial arts game with a big difference. 


It’s the new action game that 
lets you chop and kick against ghostly enemies with supernatural powers! These zombie phan- 


loms get even bigger and stronger as vour skill improves. (But don’t worry—you've got some 
magic of your own.) You'll be challenged by some tricky questions. Ghosts, puzzles, and dia- 
logue make this Kung Fu challenge more un predictable. Get vour kicks with Phantom Fighter! 
m Over 100 Ghosts! = Dialogue! в Password Memory! 


Licensed by Nintendo for play on the 


єл TF A T TFT ГР 
тегті 


Шы. TC еі Not Just Kid Stuff 


ы на gt va жы] (саттым аг] ҒГЧ — ] play пыт ihe алана Ё ЕНЕР T Commourscat pi Irgprruaationgl ric 
rete faders Mee жені Матфея ао | rêt Rr 150 East 52 Sipel, Hew York, МҰ 10022 
TT aum мәнінен! iE hn гї bersenda W hir а д irs Tel. (800) 255-1431 in МҮ State (212) 753-8100 
FCI a ake g Fie Demona eraa bn 


Phone Counseling Hotie (312) 068-0425 
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Turn your old Cartridges into СА5Н! m CAPE COD CONNECTION 


| (x | fi ‚На 
Your Cartridges are worth more with us! o E 2 Mail Order Software & Hardware 
: | (АЙЫ, | 21 Pleasant View Avenue 


Ға 


Атан y Falmouth, MA 02540 
1-508-457-0739 


" жы = 
سے ر‎ 
mourns 





Vanted 
Nintendo Cartridges 


Send your used cartridges and receive 


up to $25.00 per Game 


We will pay more for your Nintendo Cartridges than алу other firm. Call for a price 
quote or send your cartridges with or without boxes/instructions, enclose a copy of 
any catalog or ad if you can find any better prices. You will also receive 10% more for 
your cartridges towards any purchase We will subtract $2.00 for each missing box, 
$1.00 for missing instructions, $.50 for missing slipcase. We reserve the right to 
refuse any order or purchase. 










We carry computer entertainment, education, and business soft- 
ware for all formats. To receive a listing of computer software 
available, send a self-addressed stamped business size envelope (at- 
tach $.50 postage please). Please specify format. То receive 
our quarterly Nintendo Newsletters, please send $2.00 and а self- 
addressed stamped business size envelope. We accept credit card 
orders and money orders. Computer software orders shipping add 
$3; Nintendo orders add $4 shipping; AK, HI, PR and Canada add 
$7 shipping. Prices subject to change. Just a few of our IBM se- 
lections follow. There is much much more! 


























































Nintendo is a registered trademark of Nintendo of America. Inc, Sega is а registered SOFTWARE NINTENDO 
trademark o! Sega Enterprises Inc Prices are subject 10 change without поса Ad Lib Music Card $135 Game Boy ат 
| rave | i Battle of Britain 41 Game Boy cartridges 25 
Call or Write for our FREE Catalog Code Name: Ice Man 38 Sega Genesis Write 
We also Buy and Sell New and Used Cartridges for the Sega Genesis and Death Track = Back to the Future ^ 
Nintendo Game Boy. We buy Genesis Cartridges for $25.00 and Game Boy Die Hard 28 Bad Dudes 48 
Cartridges for $10.00. Dragons of Flame 28 Casino Kid 44 
5 7 Hero's Quest ds Castle Quest 42 
Sega Genesis w/Altered Beast $179.95 Jet Fighter: The Adv 93 Double Dragon 44 
Alex Kid I Phantasy Star I| $49.95 Thanin Force 11 $49.95 Lakers vs Celtics 34. Dragon Warrior 45 
Basket ball 95 Rambo ill $48 95 ommy Lasorda cens : 9 
Forgotten World $49.95 Soccer $3995 Baseball $54.95 ауғаны as ali че аза T i 
Ghouls'N Ghosts $49.95 Space Harrier l| $49.95 Accessones : — ы 
(зой $4995 Super Hang Оп $49.95 Control Pad $19.95 M-1 Tank Platoon 43 Fester's Quest 44 
Hydlide Special 54995 Зире Power Base Street Rod 33 Hoops 45 
Last Battle $4995 . Thunderbiade $49.95 Converter $39.95 Superman 24 Jordan vs Bird 42 
dit Card Orders Only (8С Tr, | TV Sports Football Сап Mystery Quest 42 
— | — рге Ultima IV/V 38 Paperboy 42 
BRE Software Dept. ус Е ger ei A Windwalker 28 NFL Football 50 
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Introducing.. NEW PRODUCT 


For Your NINTENDO® 


[] Extends the life of your game 
cartridge 


[] Designed to remove 98% of 
dirt and dust ai 


O Stops on/off flashing 


Now available at your 
local video game retailer 


[] Prevents costl or for nearest dealer 
rini phone 1-800-633-4383 


— <p | 9:00 A.M. to 9:00 Р.М. E.S T. 
FOR FAST NINTENDO SERVICE 
PHONE 1-800-633-4383 9 A.M. TO 9 P.M. E.S.T. 


"GAME KLEEN—Control Deck Cleaner Now Available 
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leam USA is on its way in the Super Dodge Ball World Cup Championship. 
From out of nowhere, this scrappy bunch of rookies are fighting 
for а long-awaited grudge match with the undefeated, defending 
world champions, Team USSR. 


Have you Slammed into Super Dodge Ball yet? 
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course of their own. The trick here is 
to plan the routes so as to stay on 
freeways whenever possible. 

There are far fewer police cars 
and traffic signs on freeways, 
allowing a player to make up time in 
a hurry. Traveling through city 
streets can be almost completely 
avoided in the first two courses, 
while the other two do require the 
player to navigate the urban terrain 
somewhat. 


Course 1 starts off at the San 
Francisco Zoo and heads north to 
the Golden Gate Bridge. Players 
should start off traveling fairly slowly 
because there are a lot of police cars 
in the first section of the course. As 
you approach the park, floor it and 
travel along the straightaway at full 
speed onto and past the Presidio. 
Once the bridge appears, slow 
down. The police will be here also. If 
full speed was maintained earlier, a 


NINTENDO 225 Е(СУАС ANA RIE 


PROBLEM: 
— реле 


Get i 





CAUSE: 


DUST & DIRT, | 


ПШ and maro rour GODS ИЕ ЙІ! likemew again! 


Available now at better video game retailers or call: 714) 873-2595 for store nearest you. 






Nintendo® is a registered trademark of Nintendo of America Inc. 
300 


МагЮЭ is а registered trademark of Atari Corporation 


ai is a registered trademark of Sega of America Inc. 
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player will have enough of a lead to 
go 65 mph over the bridge and cross 
the line a winner. 

Course 2 goes from the Golden 
Gate Bridge to the Bay Bridge. Again, 
head over the bridge at moderate 
speed, accelerating when the road 
turns into Lombard Street. From 
here, burn rubber east until the 
intersection of Van Ness Avenue. 
Travel south on Van Ness to 
Broadway and make a left. This will 
take the player right to Embarcadero 
and over the bridge. Here you should 
be careful to obey the city rules while 
traveling on Van Ness and Broadway. 

Course 3 is an all-out speed war 
from the instant the player gets on 
the freeway. This course is all 
freeway as the player travels west on 
Interstate 80, 101 and 280 back 
toward the zoo. Just remember to 
slow it down at the beginning and 
end, where the police are lurking. 

The final course is a round-trip 
course from the zoo to the Golden 
Gate, out to the Bay Bridge and 
finally back to the zoo again. Use the 
strategies and course routes laid out 
earlier as a guide. Remember, too, 
that this is more of an endurance 
race. Don't panic if the competition 
gets a bit ahead while driving slowly 
through the city—there is plenty of 
freeway time to catch up. If the 
competition is out of view, remember 
to hit 'H' to display the on-board 
map, which will show both cars” 
positions. Once satisfied, remove the 
map. Otherwise, it blocks the view of 
the oncoming streets and traffic 
signs. 

Finally, if sirens begin to wail, a 
policeman is upset and wants the 
violator to pull over. Never do so. 
Floor it and the police car, if it is 
behind the Vette, doesn't stand a 
chance. However, if the police car 
appears in front of the Vette, he will 
get you whether the car is floored or 
not. If this happens, pick an excuse 
that sounds valid and hope he's in a 
good mood! 34 

--Е T. Jr. 
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Where in Time Is Carmen Sandiego? 
implements many of the protocols and 
conventions established in the previous 
Carmen games. Playing the game requires 
only a cursory look at the instructions 
because everything the user needs is dis- 
played on the screen through the 
chronoskimmer's interface. If the user 
wants to jump through time, click on the 
time leap (on the Apple version) or travel 
button. Once in a new location, the search 
button allows the player to interrogate wit- 
nesses or check out the crime scene for 
valuable clues. The data button lets the 
detective enter evidence or view dossiers 
through the chronoskimmer. Once the 
player has accumulated sufficient evi- 
dence, hitting the "compute" button (in 
the evidence database) applies for a war- 
rant, which, if issued, activates a capture 
robot to make the pinch. If the detective 
hasn't put together a strong enough case, 
the warrant will be denied, and it's back to 
the drawing board. 

The various chronoskimmer screens 
feature numerous attractive visuals, devot- 
ed mostly to scenic depictions of the dif- 
ferent locales visited by the player/detec- 
tive. Where in Time Is Carmen Sandiego? 
includes over 1200 clues, 12 countries, his- 
toric personalities, objects, events and 15 
new Carmen henchpeople to chase 
through 1,500 years of history. 

As has become traditional with this 
series, a reference volume, The New 
American Desk Encyclopedia, is enclosed 
with the package, just as Fodor's USA 
came with Where in America Is Carmen 
Sandiego? and the Rand McNally Concise 
Atlas of Europe was packed with Where in 
Europe Is Carmen Sandiego? 

Over the course of several years, this 
series has proven to be the most success- 
ful blend yet of entertainment and educa- 
tion. This latest entry, designed by Gene 
Portwood and Lauren Elliott and pro- 
grammed by Lance Goody (IBM PC) and 
Rod Nelson (Apple), lives up to the high 
standards set by its forebears. 

Having now pursued Carmen and her 
V.I.L.E. assistants over the entire planet 
and through time, one can only wonder if 
she will escape yet again. 

My money’s on Carmen. 

—Bill Kunkel 

Broderbund, 17 Paul Dr., 

San Rafael, CA 94903-2101: 
(415) 492-3500. 
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Universe III 
OMNITREND 
Versions: Amiga ($49.95), Atari ST 
($49.95), IBM PC ($49.95) 


As a veteran of both of 
the previous releases in 
the Universe series, | 
gleefully stripped the 
| wrapper from Universe 
lil, strapped оп my hyper- 
space booster and prepared for the best. 
Unfortunately, something was lost in the 
preparation. Although Universe lll 
advances the plot line established by 
its predecessors, it's so unlike the pre- 
vious games that players might be 
forced to pull the disk back out of the 
drive to check the label. The game 
would have been good two or three 
years ago as the first of the series, but 
now it is a disappointing sequel. 
| The game has as its basic premise 

a diplomatic mission to reestablish 
ties with a colony world. The 
player assumes the role of the 
starship captain and soon finds 
himself facing saboteurs, plus a 
hostile reception from the 
locals. Obviously, there is a lot 
| going on behind the scenes that 

wasn't included in the mission 
1 briefing. To discover these 
| secrets, it is necessary to thor- 
oughly explore every area and 
manipulate the objects you find to solve 
puzzles. 

Interaction with nonplayer characters 
(NPC's) is strictly one way. When the on- 
screen hero first encounters a NPC, a 
canned speech delivers all the information 
that person will ever divulge. This is frus- 
trating and a step backward in the art of 
gaming. Even some of the earliest adven- 
tures allowed the player to converse with 
NPC's and learn new facts when the prop- 
er question was asked. 

The original Universe games gave play- 
ers a great deal of choice in the manner in 
which objectives were achieved, holding a 
loose reign as it were. By contrast, Universe 
lil is so tightly linear that you will soon 
feel the bit in your teeth (or the ring in 
your nose if you prefer) while sitting at 
the keyboard. To worsen the situation, 
once an area is left behind, the player 
cannot return to it. Consequently, if an 
important item was missed the first 
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time around, it's necessary to reboot а saved 
game. 

The main screens of Universe ІІІ feature 
satisfactory, if unspectacular, overhead views 
of each of the four complexes. Scrolling, as 
the player explores from area to area, is 
smooth. The main screen shows objects and 
characters in profile. They look good enough, 
but, unfortunately, an object will sometimes 
disappear when moved behind another. 

The system of icons is much more hand- 
some, very usable and definitely the most 
exciting innovation in the game. On-screen 
arrows direct character movement within 
each area. Similarly, icons permit the player to 
pick up, drop and even use some objects, 
check inventory, move between levels and 
consult the menu of verbs without resorting 
to the keyboard. 

There are actually three additional ways to 
move through the rooms. If the player prefers 
mouse movement to the icon arrows, it's pos- 
sible to click on the character and drag the 
pointer to the desired destination. This pro- 
duces a series of lines marking the path. 
Releasing the button moves the hero. The 
character can jump from room to room by 
selecting an arrow icon and holding down the 
shift key. Occasionally the enter command 
must be used to move the character through 
some doorways. 

The inventory holds up to ten objects and 
will also magnify objects with a zoom com- 
mand. An icon of a stepladder makes level 
changing automatic, and the status box keeps 
track of health, the weapon in hand, hit points 
and moves so far. 

A fair amount of humor is included in the 
plot, and some of the graphics reflect this with 
cartoonlike closeups of encounter results. 
These appear from time to time at key points 
in the plot, when the player has accomplished 
certain tasks. 

The design by William Leslie Ill and coding 
by Thomas Carbone are greatly enhanced by 
Maurice Molyneaux's graphics, and the sys- 
tem of icons for interaction with the game is 
modern and easy to understand. Yet despite 
the ease of movement and pretty graphics, 
the negative aspects of Universe III far out- 
weigh the positive. The game just does not 
deliver on the promise contained in its two 
predecessors. It was too short, too easy to 
solve and much too linear in its plot develop- 
ment. This might make it a good bet for new 
adventurers or players who want a simple 
challenge. But for the experienced gamers, it 
doesn't offer enough new ingredients to the 
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Hop on your 
dirt bike and 
take on the 
other racers in 
Gamestar's 
Motocross. 








mixture that made the two previous games 50 
enjoyable. 
—Ed Dille 


Omnitrend, Р. О. Box 733, 
West Simsbury, CT 06092; (203) 658-6917. 


Motocross 
GAMESTAR 
Version: IBM PC ($39.95) 


Motocross (Gamestar), 
from the prolific and 
extremely hot software- 
Playability development house, 
Overall M Dynamix, is a real revelation 
for IBM PC systems. It boots 
right out of the box (although data can only be 
stored on backup versions), offers high-speed 
arcade thrills and looks great in CGA, Tandy or 
EGA graphics mode. 

The racing action in Motocross employs the 
pseudofirst-person perspective made famous by 
games like Pole Position, in which the player's 
vehicle appears on-screen in the center fore- 
ground. The player controls and even modifies a 
high-powered dirt bike, competing on the 250cc 
Motocross Circuit. 

The racetrack is inside several large arenas 
displaying not only the crowd in the background 
but advertisements along the boards. This goes 
a long way to enhance the game's color. The 
graphics, especially in EGA mode, are excellent 
and visually recreate the mud, grit and grinding 
gears of racing in a big-time dirt-bike circuit. 

The player sets the difficulty level and deter- 
mines the number of laps and other riders. The 


Sound/Music 


Graphics 


| player can compete on the practice level as 


warm-up or training or start an actual racing 
season. The user also customizes or fine-tunes 
his bike before a race by messing with the fork 


angle, tire pressure, suspension or gear ratio or 
| by making adjustments to the engine. 


Motocross includes ten tracks, each set in a 
different city, from Seattle to Los Angeles with 
stops in between ай Philadelphia, Sacramento, 
Houston, New Orleans, Eugene, Pontiac, 
Orlando and Anaheim. The user must master all 
ten courses in order to move to the top of the 
standings. 

Solid, slickly programmed arcade-action 
games are a rarity on the IBM PC and compati- 
bles. Motocross is an especially welcome addi- 
tion to the system's library. 

—Bill Kunkel 


Gamestar, P.O. Box 3048, 
Menlo Park, CA 94025; (415) 329-7699. А 
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Take a joy ride with СН Products Joysticks. 


Whether you're trying to make a pin-point landing, 
get a MIG off your tail or do some serious computer 
design work, not just any stick will do. You want a 
joystick that will perform. Always. 

CH Joysticks outlast other joysticks by 100 times, 
feature the highest system compatibility and are the 
most precise controllers in the industry. That's not 
just our opinion. Consumers, dealers and editors 
consistently choose CH Products' Joysticks and 
related products “Number 1" over all the others. 


The new MACH I™ series offers the lowest price-point 
іп the industry. MACH II" and MACH III", with 
exciting new features and a full year warranty are the 
nation's best sellers. GAMECARD Ш PLUS" provides 
the widest range of compatibility (from a PC at 4.77 
Mhz to a Compaq 386 at 20 Mhz) at a new low price. 
MIRAGE" and MACH IV PLUS™ offer joystick/mouse 
interfaces for all Apple II and Macintosh computers. 
And the new FLIGHTSTICK", which promises to 
bring a whole new realm of excitement to your flight 
simulator programs. 





1988 А-- Magazine Readers' Choice Award 
1987 PC Magazine Editor's Choice 


So call your dealer today. He's on a joy ride too. 
Credit card orders call 
1-800-624-5804. 
California residents call 
1-800-262-2004. 





A Division of Joystick Technologies, Inc. 

1225 Stone Drive 

San Marcos, CA 92069 

For more information or а complete product brochure, 
call (619) 744-8546 


Available for all Apple and IBM Computers including Macintosh and PS/2 series. 
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What dó à “tubed-out” California surfer, a knight 
in shining armor and a Shakespeare-spouting elf 
maiden have in common? Typically nothing! But 
you'll recruitthis off-beat crew.and meet more than 
50 other peculiar characters in TANGLED TALES, 
the Misadventures of a Wizard's Apprentice. 





"You sure arer't the wizard's star pupil. In fact, he took away your 
spells when-you spilled his precious adamantite dust on the squirrel. 
What a mess that turned out to be! 


Redeem yourself, fill your spell book and save Violet Valley on 
this fractured journey where time stands still — or maybe just 
hangs-around. It's filled with stirring combat and perplexing 
puzzles, and features dazzling graphics with animated illustra- 
tions, 3-D-dungeons and detailed overhead views. 











You've seen fantasy, role-playing and graphic adventure 
games before, but never one that combines myth, magic and 
mirth like TANGLED TALES. 





| 136:B Harvey Rd., Londonderry, NH 03053 
Available for. Apple |І series, Commodore 64/128. Not available retailer? 800-999-4939 Spm EST) for Visa/MC orders: 
дайды or. Appia V setis Commodore Sa tot Not анди аус bare ara banging, Alpe 12 weeks for Savery.” 
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Earthdate: 2264. These аге troubled times for the planet. After centuries of peace, the 
renegade Red Lord of Darkness has led his ‹ yborg fanatics in a bloody revolution that has 
overthrown the United World government. Millions of political prisoners are being tortured 
in his infamous Labyrinth of Doom far beneath the surface of the planet. Very little is 
known about this subterranean maze of brick- walled catacombs 
the hidden millions in stolen gold guarded by a ruthless army of mutant Cyborg zombies 
commanded by the merciless General Zod governor of the Red Lord's death i amps. Only 
one thing is sure...none of your predecessors have ever come out of this dreaded place 
alive, But, you must find a way out with a lode of gold big enough to launch the counterres 
olution. You are the last hope: the last of the great Lode Runners 





Just Vague rumors about 


Licensed by Nintendo for play on the 





Bandai is a registered trademark of Bandai America, In 
LODE RUNNER is a trademark of Broderbund Inc. 
1983 Doug Smith 1989 Bandai America, Inc. 
All Rights Reserved 
Nintendo and Nintendo Entertainment System are trademarks 
of Nintendo of America Inc 
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IMAGINE 
THIS ARCADE 
HALL OF FAME... 
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Take one look at the titles here and you'll recognize them as 
a dozen of the greatest arcade games ever. All-time favorites like 


IN YOUR ROLLING THUNDER” AFTER BURNER, SUPER SPRINT,” RBI BASEBALL" and 


GAUNTLET.” Now they're ready for play on your Nintendo Entertainment 
WN System”! Every Tengen game is a faithful conversion of the original arcade hit. 
You get all the heart-pounding action, the stunning graphics, the dynamite 


| sound effects. Go with Tengen and you're playing with only proven 
НО ME i blockbuster winners. Get Tengen games today and turn your home into 
an arcade hall of fame! 
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ғұ nao Y ent It's the ultimate weapon. carefully hidden in a heavily guarded armory. What you have 
= Fhe one they call HEAVY to do is get in, find and assemble HEAVY BARREL, then 






BARREL. It's the only thing that can do what any red-blooded American would do when faced‏ ےا 
stop an ugly assortment of terrorists who are with the end of the world. But hurry. The clock ts ticking.‏ 
holding the world hostage with a cache of nuclear goodies The terrorists are ticked off. And you've got a job to do.‏ 
they fully intend to use. HEAVY BARREL. It blew you away in the arcades.‏ 
The problem is that HEAVY BARREL is in six pieces And now Data East is bringing this arsenal of action home.‏ 
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